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heldiest cpmeintheSTEEL Panthers senes* Steel Panthers 1 1 1 : Brigade Ccmmanp is a 

T tactical warcpmeirhbdvirg modem units and weapons which rdledsbdtldiddsfram 
\Atrld\Aibrl I to!999ardtherd:icxisirMol\ed.ThesGalehasbaenincre0Bad,framindi- 
vidual tanks and squads of infantry aommanded d: tine company and pldoon 1©^, to tank, 
artille'y and air strike sedions and infantry pldzoons aorrmanded up to the brigade 1©^, 
credo ngthefed of real combi r^arrm command intheldte20th century I ndiviclual leados 
aredtached to each unit ( "unit' rdias to a section or pldoon) and hauethecapatai I ity to rally 
the rtrcxps when thegoirggdstaocjn. New/corrmand and control rules enhanoethe fading 
of real command. Frcmnadi red c^Etinead view/ ycxo can command theentirebdtididd from 
dar, or zoom in to seed I oftheaction. 

Choose from cne - forty rdicxns inducing the parti a pants of \Abrld\Atir II and the farces of 
many rroden ndions. All of the weapons from both of the pr©/ious Steel Panthers games 
are inducted, to dla/vyou to ©<penencethe©olutian of modem warfare from 1939 to the 
near future 

In all-ne/v scenarios you can command companies of infantry pi dears of tanks, spedalist 
team units or squads of rri ssi I e I amdies/ f ram the baEoaka i n the 191Cfe to theyd-tocome 
smart weapons in 1999. In the scenario- 1 inked campaigns, you can purchase a core force to 
which you add rgdacerents, Lpcpades, make nqodrs/ or add sincjesaenario-only support 
units as you use combi ned arms tactics to oenme each na/v opponent 

Feduring tanks and atha - weapons from a half-century of warfare Steel Panthers III: 
Brigxde Command has been designed to sdisfy both the no/ioe and ©/peoenced werrpme 
enthusi ast with cteens of optional redismsdtincpdla/virgeBdnbdtietobeanyttningfram 
a roll icki nggood shoot out, to a real istic, gn ndi ng frontal assault I n addition to the units and 
modem weapons thee are also nicjd bdties and equipment for nic^nt-fi citing 

Thaeareoe" forty individual scenarios and sixcampaignsfrornwhich you can choosena/v 
ndi and ities,thestarting years of the war, arKdpla/\e.theaorrputeor afriend viaEmail; and 
if thds not enoucjn, an Editor allows you to crede any type of bdtldidd you want from the 
gound go, oorrpldewith the units of your choice 


Gating Stadad 

\Ahstrancjy reerrmend thd you proceed stq> bystqn throucjn the'Tutorid" section of the 
manual which beg ns on pacp5 since it has been written to farri I i arize you with the menus 
and aspects of aSrEEL Rnctthers III: Brigade Command scenario Thetutorid ecpldnsmanyof 
the basic conaqots of ha/v the cprre works hawee - , if you just went to learn about hcvvthe 
i rntetiaoe works as a whole then turn to the"GBme PI ay" sadi on on pacp 23 A c^assary d tine 
end of this book dso ddi nes somecorrrrDnly used terns i n theepme \Ahdso stronejy rec- 
orrmand you view/the README.TXT filefortheldest informdian. 

VM/rC Carnets wtfnTFis Caroa? 

Your bepe should contain this Use - Manud, a dda card, and a Steel Panthers III: Bricade 
Command CD The Use - Manud ©(plains hcwvto pi a/ and has important informdian on 
menus, scenarios, unit dasses, and equi prrent To play i nstd I thecprrmacoordi ngto i nstruc- 
ti ans on the dda card. 

Ccpcy Fbcbnotion 

Thee is no physical copy protection on your Steel Panthers I II : Brigade Command CD, but in 
orde to pi ay the CD must be in the CEFRCM dri\e 

|Vfci_seandCHnB r ' Ccrtrds 

Steel Panthers I II : Brigade Command fedcres an adi\e mouse poi rite; when©er the mouse 
pa rite is passed osar a unit a button, or an icon, adescri pti on of thd: item appears i n a pop- 
Lp window/ uni essthisfedcrehas been disabled. This dlowsfar quick and easy cpmqolay In 
this book, the term "dick" means rrexe the mouse icon (an arrow) to the desired area on the 
screen, and press ethe theldt or riejd mouse buttons. "Ldt-dick" means rrexe the mouse 
icon to the dea red area and press the I dt mouse button. "Fticfnt-d ick" means rrexe the mouse 
icon to thedesi red area and press the riejd rrrxjsebutton.VUnenviewingvicleofoata^sinn- 
ply hitthe^raretgr or ESC key on the keyboard to stop the video. Also, the ^ranFfaar can be 
used to stop a cprred tine end of the current turn if thecompute isplayingitsdf. 

FtpLpblcxt C&iTTnoFTqo 

As you mDuethe cursor Oue the map t©<t i mformdci an is di spl ayed reeprdi ngthe unit and h©c 
thecursor is currentiy pointing to The imformdnan indudestheterain and its d©d:icn in 
thehec, ary rrindidds, barbed wire and dragorlstedh in the h©c thd are visibleto you, the 
victory point \^l ueof any objedixeinthe hec, infer mdti on aoncemi ngthe type of friendlyar 
enemy unit theccrsor ispaintingto induding(if the unit isanenery unit) the basic chance 
to hit the unit if you fired: it withtheaurrentlysdected unit 
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SU^IIINCTTT CSTTELmMTT ITSIII TUtM/L. 

Even if you are o<pei meed vyth the Steel Panthers syderrn you should pla/thetutorial soe- 
nariotobeoomeaoquairtHdwiththene/vtacticsl le^ andfedures irMok^d inthisepme 

The tutorial has stq>by-stqo instructions to allcw quick familiarity with the screens, unit 
types and options For i ndi vidual unit i nforrrdr on, the Encyd opedi a seems pro/ideddai led 
irfcrmdi on for each ndionality's units. 


Scenario 

Clicking on this button allows you to pla/ ary individual scenario indudingoneyou erdt 
yoursdf with the Steel PanthersI II : Brigade Command Editor. Thee are more than forty sce- 
narios thd come with Steel Panthers III: Brigade Commander, and pro/isians hae been 
madefar goto 200. Ldt- dick an the words NEXT and PREVIOUS todispla/all of your choic- 
es a ick an theaneyou went to pla/ and then dick on theStart button or si rrplydoLioledick 
on the one you went to pi a/ 



EfknrticrE Screen 

TheSde±ions screen ooritai ns theepmeoptions for Steel PanthersI 1 1 .Theearenine buttons 
on the ri^nt si deaf tNsscreen. The rest of thescreencmtai rsawi ndcwthd: displays the aei I- 
adescenari os campaigns, and saed cpmes along with the r descriptions 

Start 

TheStart button beg ns thesdected scenario, campaign, or saedepme 

Load Saye 

This button allows you to load a saed game a ick an the cprre you went to load, and then 
dick on the Start button. 


Ca r r p ait y i 

Steel Panthers 1 1 1 offers six diffeent campaigns which can be sdected by Idt-dicking on 
this button; each campaign is made cp of sevmal scenarios each. For more i mformdtion, see 
the"Carrpaignd' section, starting on pacp4L You can also credeyour cwn campaigns as 
mentioned bdew 

Battle 

This option allows thequickciedi on of rB/vbddescenari os >txjdde'rrinette ndi crnalitiesfar 
thebdtiq as wdl asthebdtiesi^ year, and more PleBsendetindthisoption isndthesarreas 
the Editor, bdew For moreinformdion, seethe"BdtieG3ne'dor"s3iian, starting on pacp55. 

EcStar 

The Steel Panthers III: Brioxde Command Editor allows you to build custom scenarios and 
campaigns litedly from the ground up You crede the actual bdtidrdd, cnrrplde with 
streams hills, buildi rep, and dhe - ki nds of terai n. For more i mformdion, seethe"SLenario 
Editor" sedion on pacp60. 

BefagvES 

This button opens thePreferenCGS scremvxheeyoucanchangesdtincpthddfedcpmepla/ 
and the appearance of Steel Panthers III. For more i mformdian, see the "Sdti ng Tutari al 
Prdeenoe^' starting on pacp5, or the"PrderenassScraEnr' section on pacp37. 

EcltC a r p a g n 

Steel PanthersI 1 1 : Brigade Command fedcrestheability to cnedecampaigos by linkingscenar- 
i os Ddai Is on thi s procEsscan befound i n the"Cf6di ngCdrpai gnd' saii cm, starti ngon pacp74. 

Exit 

TheExit button quits theepme and rdurns to the DCS prompt 
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TURIR/>L3CSsJ=FlO 

EtecrebegnnirgtheSrra_ Panthers I II : Brioxde Commander tutorial and actuallyficfnting Ides 
rE/ia/voneof thefedxresof thecprmethd: prcN/idesapcwe'ful ted far custom zi ng the e<p& 
rienaecf commandingacormbinedarrmsfarcEintherroctenn world,thePr6f6r6nC6S screen. 

FfttingTCbcrid R~da~grcs 

Left-d i ck an thePref erences but- 
ton found on the Selections 
screen. Carrpldte eMails of the 
Preferences screm can be found 
in the "Prde'enoes ScreeT sec- 
tion, starting on pacp37, but for 
new Ids conoentrdre an just a 
fe/u The cteeult for two of these 
setti ngs Fast Arti 1 1 ery and Control 
is OFF. 


Fast Arti I ley Ch / Off Button 

TheFast Artillery sdlirgcorntrdshcvvthecldix^'yaf i ndirectfi re isd spiked — vUnenthisis 
tingled ON, thei ndirectfi reisdispl ayed as anesde of ©eplasianspe" firing unit, rdtfne"thana 
sen es of shots, arri vi ng one dt a ti me 

Gontral Cn/ Off Button 

The Control option is one of the most irrportant chants to Steel Panthers III: Brigade 
Command. VWnentheControl option isON, each leads' dtachad toaforrmdtian gene'dEsace'- 
tain nurrbe" of "arcte"^' v\bich are required for units to function. In addition, the units 
assigned stance ethe" Advance or Defend reguldEstheenitisbdna/iar insitudeianswteeEthe 
uni t i s farced to respond duri ngtheoppod ng pi aye^s turn. For corrpl dte i rnfarrmdti on, seethe 
"Comrand Control and Orcte^' section, starti ng on pa^ 231 The rest of the tutorial aEsurres 
thditheControl option isON, and results may differ if it is Idtoff. 

Message Delay 

"toucan control hcwlangrressa^saredisplayedduringeBchturn usingtNsoptian.TheLp- 
and dewn-arrews adjust the rmessagedday in increments of 10, or Idt-dickinthefiddtosd: 
a specific amount of dd a/ 
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Exit 

\AAnen these options are sdc, Idt-dickon the Exit button to rdtern the Sd actions screen and 
beg n thetutori al . 


GbngirtoEidtlG 

OntheSdectiansscreaadickantheScenario button, and a list of aoiladescenarias appears 
inthewindcwtotheldt. Qickon Next until youfindtheTutorial . Gideon Tutorial, and then 
dickontheStart button to continue 



The ne<t screen istheSdt PI aye - 
Control screen, which dlcws you 
to ddtermi ne which side you are 
gni ngto pi a/ ThedddJts aresdt 
for a human central led German 
side and a compute controlled 
U.S side These sdtincp can be 
changed by dicking on the 
switches, but for this tutorial, 
keqo the cteault sdtings and 
dick on Continue. The Germany 
Playe" screen appears. On this 


screen, you can Start Turn, Save Game, Quit Orders, sdtAI Level, and Exit Game. LaauetheAi 


Lad d: its dddjlt of 0 and dick on Start Turn tocorntinuewiththetutcrial. If youchancpyaur 


rmind and cte net went to playthetutcrid, dick an Exit Game. 


I n this tutorial scenario you lead German forces and your aretes are to halt theAmeican 
acKonce and courntedlackwhee passible Captcreasmarnyof theVictaryObjactixEflagsas 
you can, but do not al lew the Armed cans to captcre the Victory Objectives wheeyour head- 
quartes unit starts thetutori al . 


Tacticd Screen 

tour emits aredqd eyed on the west si deaf the mBpinfourgogns. The gogovuth your head- 
quartes unit occqni es an urban area near the northwest cornm of the rump A Panzm I V far- 
mdcian is near the west edgeof the map, and si icjntly to the southwest, agoepof anti tank 
weapons occgnies a village To the east of thisgogo is a formddan of infantry entrenched in 
anothe villacp 
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Victory Objective Flag 


Current Unit 
Status 


Player Nation/ 
Visibility and 
Turn Indicator 


Orders Controls 


Preferences 
Strategic Map 
Unit Information Bar 


EHtielv^o 

The Tactical screm is w/hmerrcst of thecpmeis played. The Bide Map the actual playing 
arep isaarrpasedof indvidual hs^s; each hscecqjdsabcxh two hundred yards 

Thmearefour main d spl a/ sections of theTacticd screm: the BdtleMep which displays the 
bdtlteiddteTain and your units; the Unit I nformdnon bar; asrndl CLmall Map; andasdcof 
tv\mty-three Tactical Control buttons v\bich pmrrit orcte^s, othim than sTdcJntforwerd fire 
and rrcKmrent, to begvrnitoyour units. These buttons also mate options amiable such as 
an ectmnsixm equipment encydopedip the Prdtemaes screm, and the SamGamescrem. 

To see different portions of the BdUe Map mamthe mouse to the uppm bordmtoscrdl the 
maptp, rrraethe mouse to the rieft bordmtoscrdl the map to the rieft, and so on. 

Uhitl rferiTEti o n Bar 

During cpmepl^! the Unit I nformdnon bar along the bottom of the screm displays the cur- 
rent active units i nformdnon asfd lows: 

♦ The current units formdi on desi gndii on such as AO, AT, and so on. 

♦ The units name 

♦ STANCE: shows units assigned dance ethm Advance to or Defended lowed b/a hedocdicn. 

♦ The rrcK^nnantstdtus such as Entrenched, Pinned, or Ready. Choethe unit has rrtxed, the 
dspl a/ chancps to read Ready fdlcwed b/the units speed in miles pm hour (MPH). 


♦ SHOrasho/vstherKundomcftimesthisunitmB/shoatcLringthistunn.lfthmeisrrorethm 
anenurbrn, the unit has more then onetypeof weapon ad lade The rnurbrn of shots far 
each weapon typeis listed intheardm in which the weapons arelisted an the Uhit Gorrmand 
screm. Yxj can view/theCHtCamnand screm b/ricJ't-dickinganasdedBd unit For ©<arr> 
pleatank always hasamaingun and usually hesenear rmreaddtional madninegunsAn 
astmi skmEarsthd: weapon has bem turned off inthe Uhit Gorrmand screm. 

♦ MCX/ESi shows the units nurrbm of mamrent points remaining If “Mcaesl' is not dis- 
played thm it means the unit mg/ not maethd turn. 

♦ CRDERS shews thesourceof and nurrbm of aeiladeordes 

♦ SUPPRESS ON: sinews the units current suppression I evte . 

♦ ENEMY SEEN: indiedes the nurrbm of visideenerv units 

♦ TARGET: idmtifiestheunitsaurrenttargdo 

♦ RANGE: sinews the units dtack rancp i n hs^s. If the range is 5y thm this unit rrg/ start 
shooti ng dt enmry targds w/hm the/ mex^w/ithi n 5 hs^s ( 1000 yards awa/) . 

♦ Altitudeif unit isahdiooptm. 


Unit ID and Type 
Status 

Weapons and Ammo 
Statistics 



Unit Leader Statistics 


Armor Placement 


Ueuinga Unit: 

Ricft-dickd rectlyontank pldoon B3 to a/Vtch to theUnit Gorrmand screm ccntd ningetetd Is 
about it The units narng HQ Link (which indcdEswhdhm it is in or act of contact with its 
leadm), weapon type(s), amount of arrrrunitiop ©qomimrep rraralp and leadm infarmdtion 
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i s di spl ayed. A unit's stance and fi re rarcp can al so be chanced hae The amount of arrrruni - 
tion remaining is displayed for all types of ammunition carried ty the unit The armor dia- 
gram indicdes a units front, side and rear armor rdingsfar bath the turrd: and hull sqoa- 
rddyvtoee applicable Fled armor numbers indicdethdthetapaf the unit is notooeed 
with armor (open topped), and is rroresusoqoti bleto enemy dtacks For more i nfarmdLian 
about the unit stdi sties and centrals aei I adean this screen, saethe"Unit Carrmand Screed' 
section, starting on pacpSOfar moreinfarmdeian. 

9 ra t Bg cMy 

The Strdeg c Map ( i n the I ewe - - ri eft crrrne of the screen) pro/i des a vi e/v of the enti re bd- 
tldidd. To quickly mcxetheBdtleMap display to an area Idt-dick ojer vJnst you vush to 
vi e/v on the Strdecj c Map 

Hoc Description Tod: 

Bd cwthe mouse poi rnte appears the pop- up te<t baxthd descri bes the hsc v\tni ch the mouse 
poirnte iscumentiycKS'. If thehecisoccLpiad tyaunit, thepop-Lptect bepe descri bes the 
units identifiedion, oorrbd stdus and thehdeft and terain typeof thehec. If thehec is 
empty then the hscexrdindes dedian, and typeof terain appear. \Afeapon fire informa- 
tion isdisplayed heecLringaorrbdL. 

Hat Kieysand Menu Buttons 

For easy pla/ in Steel Paiwhefs 1 1 1, the Tactical Control buttons haethdr keyboard equiva- 
lents markedinthdrlcwe-ldtaornes For esrrpletheZoom In and Zoom Out buttons hae 
a"+”anda"-", respactixdy 

ZocmlnandZocmCUt 

Tovia/vtheentireBdtleMapdciffeent magnifiediarns, Idt-dick on theZoom In or Zoom 
Out buttons 

OnffiTme 

Each scenario in Steel Paiwhefs 1 1 1 is made i_p of a nurrbe of turns, and each turn equals 
six to thirty minutes of real time Basically you rrncxe and fire all your units and then your 
opponent does the same This tutorial scenario has twd\e turns I n each tern you and the 
enemy aregx^n a chance to maeorload units, dttack enemy units rally troops, and cal I for 
indirect fire 

For crrrplde descriptions of the Tactical Control buttons, seethe'Tactical Screen Control^' 
section, starting on pacp32 Ncwfor scrreimpcxtantgarmeaornaqots 


htrr "ICrrnC&e 

VWneithesoeiario beg ns, the screen iscenteed on a unit outlined by a red hecThisis unit 
AQ your Headquarters unit; ordes and leadeshi p stem from hep so protect it wd I . 

Re/iaAingtiieTraqns 

A list of your enti re force can be 
via/xed ty dickingon theGo to 
Unit Menu button. All yourfaraes 
and thdr current statistics 
appear on this seeen. Each unit 
identified] on, AQ B2, and so on, 
isactual lya button vtoich rdLurns 
to the Bdti e Map and sd acts thd 
unit unless it is a passenge, in 
vUnich case the carrie becomes 
acting For infarmdan on the 
athefeduresof the l>nit Menu seeen, seethe"Uoit Menu Buttarf'sactianan pacp34. Notice 
thdtheRarnthe units? Ready stdus appears in ^d I o/u This indiGdesthdtheyarernatanthe 
mapvdtandente Ideasrdrnfaroaments 

BackcntheBddeMqq tocydefarwerd unit tyLmitthroucfiyrur rode, you can press theNkey 
cm thelsyboardcr Idt-dick ontheGo to Next Unit bd±an. PresgrngthePIsycnthelsyboardar 
Idt-dickingan theGo to Previous Unit button cydesthraucfi the rcste in n»/esearde. 

To cyde forward throucfi all of the formdtions in your foroq Idt-dick on the Find Next 
Formation HQ button, or press theG key 

Sdbbng Objectives 

tbu haeonePz-IV tankfarmdion near the west adgeof the map Locdeanddickan unit 
BQ NaticEthdLdicki nganaunit causes the nurrbe an it to "colarcydd'thestrabingdfect. 
t>itstdcxngrngtothesamefarmdiandothistogdhe.Thishdpsyru locdeall thedements 
of oneformdion. 

Mc^^thecorscrtothebottamedgeaf themaptoscrdl downward. Theeisan Objecting Flag 
marts - in hsc(9, 22). Thisisthetankfarmdiariscument objecting Snaerruch of thecombd 
is gang to take pi ace near the cente of the map you aregDingtogxethesetanksanobjec- 
tivedase to the action. 

Make sure BO issd acted usingtheNext or Previous buttons, dick on the Set Object button 
(red flag) and the Objecting screen appears, dick on hsc (47,19), and an objective marke 
appears in thd hsc. Press Ft to I eae the seeen. Al I of formdian B in "contact' with BO 
should hae the ordes, 'Advance to (47,19)." 
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MauingMxr Urtts 

To rrcK^ a units stance rrust besdton AdvanCG. An actix^Bd unit is basically in one of two 
display modest ethe - "vis/v rrcNBradiu^'ar "via/v LCS." First, ldt-dickanaunittoacti\^Bit 
A red hacagon-shaped borda" suorxndsthecurreTtiy-actixBunit VUnm a unit isfirst sd act- 
ed, lichte'-shaded hs^s appear around ittoshcwvwtia'eit can rmveto gx/eo its mwrat 
points. This is the"rrcKB radius” The darke'-shaded hs^s are areas wtie'ethe unit cannot 
mcxotoTo rrcKBtheactixBunit, simply Idt-dickan a li^nt-shadad hac and the unit rrcxos 
tcvxard thd: hoc 

MauingSEueal UtiteatChiE 

TheAll Formation ModGbuttcodla/isyoutosdadix/vholefarmdtiansdcatimeJustldt-dick 
wha'evouwishoneunittogoandtheothesfallcwvit. Bear inrrind, ho/xaB", thd: \/\hm units 
rrcxBasawholefarmdtian, the/sddomsta/in astrai^dt line 'ALL" is displayed rot to the 
formdtion ID (AO, BO, and soon) which Ids you kncwthdt you areaurrentiy moving entire 
farmdiansvuthcneldt-dick. Ldt-dickan All Formation Modetoswitchbadctosincjeunit 
move mode 

Note All Fcrmdion Modeisautomdicallyresdtothe"OI = f"sdtingdtthebegnningaf asy 
turn. Formdtion moues cannot betaken back with thellndo button. 

MosmtSHiE 

A units currant rrcNBmant stdtus dfects its ability to hit targds and to be hit by eneoies 
Thee are marry types of rroBTentstdus 

♦ Beady — Fteadyfcr action, dfacr units haea much hi^na'dnanceaf hittirgtarc^sandaf 
spatting eneny units if theyhaBdt rroed. 

♦ Ertreichad — I naprqoared position. Visudlythislookslikedrdesof pi led- up sandbag. 
Units are difficult to hit when entrenched, or i n protective cekb" such as unde - trees or 
inside building. 

♦ Dug-In — The unit has i rrprcved its positi on and i s herde to hit. The unit eppors to sur- 
rounded by a trench, hmee, theddensi\e\elueaf bang dug-in is not as hicfi as bang 
entrenched. 

♦ Moving — Mcvi ng units do not spot eneny units as wd I as positioned units and hae a 
reduced chanoeto hit units they shoot do 

♦ Pinned — UnitmaynotrrcKe9nactsandspatsenenyunit5lessdfecti\dy Bangpinned 
is caused bytaki nga lot of sgopressicn (basically be ngshot dt). SLppressi on is discussed 
in moreddail an pacpl7. 


♦ Flouted — LhitisrLrninga/xayfnomthebdtieTharrroralehasb'ctenandtheyhaepan- 
icted and cbrdt wert to ficft anymore Flouted udts arecxh of centred, they rrcxB an thar 
own, cannot shoot and arebascdlyusdess unless or urtil they can berdliedbyaleade. 

♦ Fldtrednng — Uiitisfallingbackframanuntanablepasiticn.TheymcNeantharaMnbut 
halt to ral ly rdhe than I ea/i ng the map 

♦ Buttoned — Hdrhesaredased,spattingabilityisreduoed, but the unit can still rrcxeand 
fire HE artilleyfi recan cause tanks to become buttoned, as can small-arms fire 

Kago i n mind thd: if a emit such asatank is rrtvi ngd: its fastest rd:e it isgoi ngto be difficult for 
theeneoy to hit, but it also limits the tanks acnLracy if it tries to shext while moving 

Aunitmayhaeadditional syrrbdsdisplayeddteitsstdajs: 

♦ — An asted skappeering^te the units stdojs indicdEsthdt the unit has been spatted by 
dt least one eneny unit. 

# — A"pound-sigd' symbol appeeri ng^te the units stdansindicdtesthd: the unit has been 
fired open in athethemrrent turn or the previous turn. 

MnamatOoet 

Each terain has a diffeent maBnoent point cost to cress. A table listing the five types of 
ground units and the maBnoant costs to cress dffeent types of tenain is on pacp2& 

C a i l Ht Fricticn MjueTHtLirritabcns 

Sol di es hae a tendency to si ow/ dcwn and beoome more cauti ous when they are ba ng shot 
dter \/\hen they knevvenany troops arei n the via nity To rdl act this, the maBnoent points a 
unit i s g\Bi i n a turn i s not always equal to the speed of the unit. Thefol levy ng chart outl i nes 
hew many maBnoent points a unit isg\Bn asapenoantageof its Spaed basadonthesitudoan 
it is in rdd:i\B to eneny units (a unit may dso I asemaBTent points during the turn as its 
si tudo on charcps). 



VEHICLE UNIT 

INFANTRY UNIT 

Unit has been fired upon within the past two turns: 

67% of Speed 

50% of Speed 

Unit sees enemy units but has not been fired upon: 

100% of Speed 

67% of Speed 

Unit sees no enemy units and has not been fired upon 

100% of Speed 

100% of Speed 


LOS and Unit Fad ng 

Fad ng is i rrportant si nee obviously you cardt shoot whd: you cardt see and units such as tanks 
geiedly haBthar best armor dt the front of thex^nideand less armor in the rear, dbu 
shaold turn your unitstofacetheeneoy to reoaxBthebendntsafthebdtefrarntd armor and 
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so ycxi can seetheenenn/Toclnarncpa unlisted rngsirrplyricjnt-dickseE'd hees a/\a/from 
the unit in thedirection you went it tofaoe ISIdicEthdt the corned view charncps and if you 
charncpd thefad ng far enough, the unit actual ly turns i n place Try richt-d icki ng one hec dt a 
time in a dockx/x/ise direction to sla/xly spin the unit 36Cf‘ to see the units LOS charncp 
Chang ng fad ng costs no m^^nnent points This isthe"via/vLCS mode" Smplyldt-dick on 
the unit acpi n to di spl a/ the units move radi us. 

Units are ableto fire directly only x/xbien enery units haE been spatted and are in the units 
LOS Kegn in mi nd thd: some units are difficult to spot, dqnendngonthertypeandthete'- 
raintheyarein. In gened, infantry can spot mery units much bdte" than \dnides Smoke 
is often used to obscure an energy's LOS rreskingethe'dtackingar rdtredting enery units 
Nate: 1 1 i s much eesi e to destroy \dii d es x/xtnei shoati ng them i n the rear or i n the si de 

Stacking 

"Ybu ma/purposdy stack multi pie units in the same hec indudingeiery occupied he<ES fcy 
hoi di ng down the Shift key and I dt-d i cki ng on the hec cmtai ni ng arndhe uni t whi I e you are 
i ssuirngm^^nnentarcles This costs one ©ctramcmrent point pe unitor wreck in the hec. 

Victory Objectives 

Thex/x/inne of ascenario isthesidex/uth st least a 125 : 1 adx^rntagein acourrulded points 
vUnen the scenario ends Parts areaccurruldedfar all the scenarios you corrplde during a 
campaign. Parts are acourrulded in two ways, fcy conparing the numbed enery units you 
destroy vs hew merry of your units are destroyed, and most importantly fcy capturing epo- 
g-aphied objectives (bang the last side to haerroed a unit into the hec). Ndtiorndityflacp 
mark each Victory Cbjectixeflag and wbiich side currently coritrds it Cnthesmall Strdegc 
Map i n the I owe- ri eft corne of thescreen, theobj actixefl acp appear as geen dots VMnen you 
captureVictcxyGbjectixeflacptheeneryflacpturn irtotheflagof your unite ndnondityA 
fcsgeflag\/x/ithalarep\/xlnite'V"an it rqoresents a nsutrd Victory Objecti\eflagv\tnich nathe 
side has captured yd, or can no lornc^' capture because it has bean destroyed in thecaseof 
Fud and Ammo Dumps 

Ncwyoucan maEthePanzB" IV formdtion toward its new objective Sdect BQ and ararncp 
of he$ss is hic^nlicjnted. These hi cjnlichtsd he^s indicdtex/xbiee the sd acted unit can meve 
without using ary erdes If ordes are ad labia a unit can irae within its moenent limit to 
ary hsc In this case sinoedl thetanksaregoingtothesame place you can maetheriasa 
formdtion. Qick on the All Formation button, or presstheAke/ Oickon a hic^nli^Ted hsc 
aorradnee near (12,7), and all thetanksmemtewerd thee Turn theAl I -Formdtion Modeoff 
soyoudorftacddentdlymcKedl derents of the nect formdtion. Ma^smadewhiletheAll- 
Formdticn Modeison cannot becancded with thellndo button. 


I nd met Fire Basics 

A I unitsthdt dttack fcy i ndi rest fire must haetharfi recalled inusingthelndi red Firerrenu. 

Artillery Spotting 

Leades for each unit haean Artilley rdcingthdt sha/xs how good thdr I eade isdtcdlingin 
Indirect Fire mi ssi ons To tae a sucoessful Indirect Fire Idt-dickan aunitxdnaseleade has 
a good Arti 1 1 ey rdti ng and can seethe hec you vjsrt to targdc Fteoerbe thdt i n orde to check 
vJnst a uni t can see you must I dt-d i ok to sd act the uni t, then ri eft-d i ok on a hec thdt i s i n the 
direction you x/xernt the unit to view Visible he®s are the Melted ones nan-visible he^s are 
darke.^txjcancheckaleBcle^sArtilley rdtingtyri^dt-dickingonasdoled unit, so thdt the 
Unit Command appears Theleadete stdti sties arelisted on the right sided the screen. 


Priority Target 
Targeted Hex 



Delay 

Bombard with Cluster 
Shift Mission 
Cancel Mission 

Rre Smoke 
Bombard with H.E 
Show Data 


I nef radt R reMi sa ons 

VtAnmyouldt-dickanthelndirect Fire Menu button, or presstheBkeythelndi red Firerrenu 
appears. Exey unit thdt can be assigned to peTorm an I ndirect Fire mission is listed tee 
dpha-numeicdly Ldt-dickingan the unit name shifts the via/v on the Map screen to the 
cur rently targded heed thdt unit. I f the unit has no targdt sd ected, the vi e/v does nd chencp 

Sdecti nga larcpt 

Sdecti rngahseto be bombarded is asimpietvxo-stgn process Ldt-dickonthe 
hec to bedttacked; the standard red hec outline appears New ldt-dickonthe 
button for the typed ordnance you wshtouse HE, smokpor duste bombs 
The hec charngps to shew the "Targded" icon. The numbe dt the right end d 
thelined buttons indiedtes hew many turns bdorethefi re arrives 
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Fol I cwi ng each unit's I i sti ng are si x buttons whi ch control thd unit. 

| Vi aw Unit: Ldt-dickingthis button displays the Unit Gorrrrarriscreto for the unit 

D Hicjn Explosive: This button ordes abarragsof Hich Explosive rounds an thetargd hec 

| ~~jj SrokEThisbuttcncrdesS"rokeraundstobefireddthetargdh 0 <. 

Caned : Ldt-dicki ngthis button cancds the units currant fi remission. 

Shi ft: This button allcwsafi re rrisa on thd has not ^dt bean ddiveed, or thdisarriving 
an multi pletums to beshifted. Ldt-dicki ngthis button d splays the targd hec outii red 
in red, andalarcp'reddrde Ldt-diddnginan/he<v\hdlyvMthinthedrdecajsestheunitto 
chancptargdi ng to thd lose To caned , d i ck on the Shift button acpi n 

• ++ 1 Quste" Munitions: Also known as cital- purpose irrprcKadduste'rruniti corns ( DPI CM), 
duste" borrtascan be chosen to bedqolqyed by artilley shdl. They blankd the targd 
area with hundeds of 'borrbldd which are capable of pendrdi ng the top armor of tanks. 
Ouste" munitions ere also dfartivearpinst infantry whdha" Dug-in or not 

T1 mean Targd: The cdurrn fdlowi ngtheduste" monitions button indiedes the dd ay 
bdorethebarracqar airerdt arrives The dd ay leic£h isthenumbe" of turns it takes 
thearti I le"ytogdafixan thetargd, firetheshd Is and for theshdls to strike For ecarrplq a 
0 means the unit can fire d the end of the current turn, and a 1 means the unit cannot fire 
until theendafthensetturnandsoon. 

A barracp arrives i n the vi a ni ty of the terc^: d the end of your turn, from 0 to saved turns 
Ida", dqoe"ring an the type of Indirect Fire requested and quality of the crew in question. 

Frequently the arrival timeissepressed asancirbe" plussomededmal fraction, for eerrr 
pie L3. This means thd the Indirect Fi reisgoi ng to arrivecx^" two turns 

Find ng'ifaur Spctter 

PressingtheF ke/or Idt-dickingon theCurrent/Spotter Unit button jurrps the view to the 
unit acting as aspotta". You can also aocrnthe view with theZoom buttons, and rdturntothe 
Tactical screen with the B(it button. 

Setting an Inclnactfineivisacn 

You haetwo units KDandKl with I20rmo mortars thd arecapableaf indrect fire Pick the 
unitthd is spattingfar indirect fire TheADunit isaften agood choice as it contains offices 
skilled in spatting and desigodingarti I ley fire If, hewe^", ADcannat seethetarc^: hec, the 
fireisaorsdeed unspattBd, and thecasualties are halved. Inthiscase use unit FQ aide on 
thelndirect Fire button or prees the Bkey 


Ldt-dickan hec(43|19) and then dick on theBombard button for unit KQ Ncwdothesame 
for K 1 For KQ dick on the Shift fire mission button (4way arrow) and Idt-dick on hec 
(45,19).Aborrbardnnant marks" appears thee Qick KObShift fire mission button acpin and 
moethe mission to hec(47,19). FTqoed the process for Kl’sfi rerrissian. 

Tothericftaf therawaf buttons is a nurrbe". Fbpddllythis is Q2.Thissho/\sthedday until 
the indirect fire arrives. QO means irrmedddydte" your turn, Qlthroucjo Q3areddayed, 
butfall duringtheeneryturn, 0.4and0.5fall dte" the nectenery turn, LOorgede" isthe 
nurrbe" of full turns bdoretheddiv^"y of this indirect fire VUnen you end your turn, the 
enery units beg n to rrewe and some should gd cau^nt in this bombardment 

Ordering Direct Fine 

Mcwi ng the mouse pd rote" o^" ary unit thd can befi red d causes it to doancqto a targd rd- 
ide Ldt-dickonaunityou want to ha^ your Ftenthe" or Panze" fired as long as the pd rote" 
chancpstoardode Any nesultingcasualtiesaredisplayed fcythe smart te<t neettothe mouse 
pd rte". Mcwi ngthe pd rte" Oue" the unit dte"werds displays the units stdus i n smart text. 

You can fireasincjevxolleydtheaurreot targd acpin byldt-dickingon it, ldt-dicki ngan the 
Fire Weapons button, or pressingtheFkey Rr^nt-dickdnganatargd causes theactiv^unitto 
fireumtilitruns out of shots, thetarc^L moves, or i t i s destroyed . The adi veunit can fi re d the 
current tarr^c until thetargd is destroyed, the firing unit is destroyed ty enery CP firq the 
fi ri ng unit runs out of shots for thisturn, or thetargd unit is obscured ty somdhi ng 

S^etheGanr^ and BrlVtu-Tun 

Afte" sdting a new/ objective for the Paraas and rno/ingtheonto/verd it, you do not need to 
move any athe" units. They areentrenched and waitingfor the assault 

ScwngMir Gome 

During playtheearese^al occasi ons to sa^eaepme To saueaepme currently berg played, 
Idt-dickontheGo to Save Game Menu button, or press the S key from theTacti cal screen. 
You can save up to 200 games dqoending upon your ad lade hard ctiv^ space To save a 
cprnq Idt-dick on the slot you wish to sa^to, than type a titled the top of the screen or 
acogotthedddilt title Press the Erter key whan you arefinished. 

Afte" you have moved el I your units, Idt-dick on Quit the Orders Phase button, or press the Q 
key It is than the U.S turn, and the compute" moves its units, displays corrbd results, and 
your neetturn beg ns 

TFneGdopdH^'sTurrnC&e 

Thecorrpute" now moves the U. S si de They approach f romtheeast and assault your i mfantry 
foroes near thecede" of the map with M8 Qeyhounds 
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TCrrTIvvo 

At the and of thecorrpute'’s turn one thee was a pop up screen annound ng thdc two Ranthe - 
uni ts houe er ri ved on the map. The/ ami ve i n hex ( 15, 0) . The/ haueorctes to scpport ynur for- 
ward paatians,sorrcx^thenalcngtheroad tysdectingcneunit,thendid<inganhs<(24,7) 
while holding the dift ke/ down. The shift ke/ allows you to rrtxE into a hscal read/ con- 
taining othe - units. 


rout, or a unit i sneer a hs< which is bd rg bcxrbarded b/artille'y the unit suffes the most 
suppression. Even bang in theirrmedidcevidnityaf burning tanks, bang in a burning ha< 
(forest or bui Idi ng) , and ba ng near atha - friendly units ba ngddackEd can cau^spopressi an. 
Units which are suppressed ma/suffe' the Ices of a^a lablefi re and mo^rent. 

F^edudngspnpressian is accomplished by using the Rally control, which is described in the 
" Ral I y" secti on, starti ng on thefol I cwi ng pacp 


Continue to ack^nae the Panzer I V's toward the cents' of the map. The/ should be dose 
bdni nd the Panthes. 

Find and dick on unit DQ then ricf't-dick on it This screen shows eMails about the unit. 
In the Iowa - Idt hand area of t©<t find the linethdr reads Set Rangst and dick on it. >bu 
are asked to ante - the maxi rrum ranepfar the unit to fi re M. Type 2, and than press the ErAer 
ke/This anti -tank gun will now/ wat until a visible opponent comes within two hs<ES- 400 
yards - bdorefi ri ng Its an ambush. 


Set Formation Stance Set Formation Range H Indicates HQ Units Shows Number of Men 



Select this Unit and 
Display Info w/left-click 

Change/Displays Max 
Firing Range 


Change/Displays Stance 


To do thesamefar units CDarnd CL nearby use this mdhod: Thee are two units i n farmdnan C 
aickdng an the Headquarters button, or pressing the H key brincp ip> the HeadquartHS rrmu. 
Qick cnthelirecfte<tthd:say5T>HMq. Schwarts arhrMetheinfbmnd] an an theldtThefaLrth 
buttcnldsyEsdtherr^rrunnfirirgrangBlcrwhdefcrrrMicn.QickthisandentB'2andyour 
goep of anti-tank weapons is now/sd to open fired a ranepof two te®s. Exit thisscreen. 

St m esaon 

VUneneE" a shot isfired dt agound unit, the men in thde unit automdcicdly stop whd: the/ 
aredoi ng sedc aajer, and rMcrnfi reif posable SLppressian pai nts measurethe units chance 
to recoe - and are based on the units rrordeVWnen man are ki I led, I eacMs lost adjacent units 


Morale 

No one likes to gd shot d:, so when a unit isseppressed b/enenn/firq the units rrardeis 
checked: the hicks' the units rrordq the lows' the sippresaan will be If a unit has low/ 
rrorde hcweipr, it ma/ become pinned, routed, rdred;, or even surrencM. To i ncraasea units 
morale the man look to the r formation or unit leades. 

Leaders 

Leades provide corrmand and control for your units Each leacM has sevmal i rrportant rdt- 
i nep A leades rank g\es a guide to tine numbs - of ordestindt leads' can ggneMe and hold. 
TheleacMsnameand rank is listed with thefol lowingability scores: Rally Infantry Arti I le"y 
Armor; and the I eacMs score in kills.ThehicHmthenurrbettherrDreskillful or influentid 
theleacM is 

The Rally rdtingcMarrines ho/v wdl theleacM can rally units Infantry and Armor rdcincp 
rdlect the leacM’s abi lity to dfect the units acouracy when di recti ng tine fi re of I mfantry and 
Armored units respectixMy Artillery is ho/v acourdte tine leacM is in calling in indirect fire 
This last ability rdcing is particularly important when sdecting a unit to act as a forward 
absent" for arnyfarmaf indirect fire 

It is important to note thd: tine bri^decommancM (his rank is normal lythd: of Cblcnd), is 
dwaysd±adnedtothe'A'unit HeistheoE'all fiddcormrerhe'fcr your troops. Each indi- 
vidual unit (pldoon or compart/) hasa leacM Mtachedto it. Additionally aformdLion (pla- 
toon or comparr/) normally hasa leacM who is physical lyd±adnedtotine"0' unit (BQGQand 
soon), and acorrparr/isplaced uncM a leads'. Units AQ BO, and so on, areoften rdMredto 
as Command uni ts I f a Cbrrmand uni t i s destroyed, tine ns<t sani or I eacM takes corrmand of 
theformdtion and thde unit is designated with an H on the Headquartas Menu screen. 

Rally 

Ftal I yi ng i s how/seppressi on i s I ewe'ed and the moral eof units i s rai sed. Sd ect the uni t ty I dt- 
dickingon it than Idt-dick on the Rally button to haethe units leads' dtenptto rally the 
unit. A bdtalicrybricpde commands' thde is adjacent to (which counts as in contact with) a 
unit can also dtierpt to ral lythenn VWnen a leads' successful ly rail ies histroops the unit gds 
a boost in its rroraleand its SLppressian islcwe'ed. Cnee successful, a leads' ma/d±enptto 
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rallytheunitsa^ral moretimes, until hefailslf hefails.thenthenecthic^nest-rankingleBde' 
may dcteapt to rally You m^rBe" dterpt to rally if thescppressian is less than Z Ricjtit- 
dickingdcterptstorallyaunit until it reaches 2 or less, or failsto rally 

Ths"earefoLr types of ranked leades: 

TheCk^all (bricpd^ CormTanda" — Can rally any unit as long as he is in physical contact 
wi th or adj acent to the uni t. 

TheBdtalion Commanda" — Can rally any unit as long as he is in physical contact with or 
adj aceit to the emit 

TheForrrdlicn Leadra — CdnrdlyaLioitinhisfarmdnanaslangasheisinphysical coitactwlth 
cradjacenttotheunit. Forrrdacn leades areinthe'O unit of thefarmd]an,AQ BQ and soon. 

The Chit Leade — Can dtierpt to rally the men in hissincfeunit. 

If the dterpt to rally a unit fails a leade must wait until the noct turn to try acpi n. V\lth 
renewed fi Anting spirit, ndreddngor routed units can presson to achi e^e Victory Objectives. 

If units hae radios then they may bein"radiocmlact' if they are not in physical contact with 
or acj aceit to the r leade - in crde - for thd leade to assist in rallyingthetroops 

tJtate UnitsautomddcallydteTpttorallydtheendaf each turn. You may still want to Rally 
units dcri ng your turn i n orde to haethernsee mn/p and shoot more dfocti vd y if they ere 
suffeing from scppressian. VUnen manually rallying your troops dorft forgd to keqo Idt- 
di eking on the Rally button until you gdthemessacpstdingthd Unit X is unable to be ral- 
lied andtheRally button turns gray 

Your front li ne i rnfarntry units tae probably taken a bit of bed:i ng One or more of your units 
haeprobablysustdnedsomeclarTageand scppressian. It isagoodtirreto reduoethissup- 
pressian byrallyingtheriaickananeaf the units thd has been dtacked. If theRally button 
is not grayed out, the unit can be rallied, dick on theRally button or press the R key If the 
rally is sucoessful, a rressacp pops up saying thd your office has reduced scppressian. Each 
successful rally outs scppressian in half. Keqo rallying until tine dterpt fd Is, which is indi- 
eded by a message or until seppressi on chops bdcwZ 

\AAnen all units are rallied as far pass big dtack wheeyau can. Sdect the unit you wish to 
haedtack, then mouethe cursor cuar an eneny unit. Theaursor beoomes a'trass hd r" type 
rdci d q i ndi edi ngthd an dttack i s possi bl e Afte - the dttack and any enery response you may 
wanttordly units acpin, if they can do so 

Thoucjn it may not seernto do any good to dttack targds with weapons thd cannot pendrde 
ther armor, any hit inflicts suppression an thetargdo Putti ng these units unde - fire slows 
them dewn and reduces the r abi I ity to spot and hit eneri es 


IrfentrySLmmdB'And Dispersal 

A units SLrrende" iscddenrined by its lasses and morderding You must be adjacent to farce 
an enery unit to surrendeo 

I nfarntr y uni ts thd are reduced to bd ow/ 2/3 of the r starti ng rrarpewe - surrenda- i f they are 
farced to rdtred and cannot rdtred to a hecthd is not adjacent to an eneny unit. I rnfarntry 
units thd: are reduced to bdew 1/3 of the r starti ng rrarpewe - and are farced to rdtred wi 1 1 
dispeseand berercN^frarntioecpone 

TtneGCrnfncter's TCrrnTAo 

TheU.S M8 Greyhounds corntinuetoackrance and drtack your infantry An M5 Stuart pi doon 
rrraydsojoin in the dttack. Your position may start to fdl apart dcri ng these dttacks 

hti_r TCrrnTlTQe 

Thegened thereof theeneny dttack should new bedear.Theyaredrivingwest down the 
road wi th fl anki ng d emants to the north and south. 

Ral I y your infantry and dttack whae possible! they can still hdpddaytheU.S advance 

Bri ngthe Parities up to the ddensixq position of the Marcles and anti tank gun. The most 
i rrportamt thing is to gd the Ranthe-s which hraethe most patent gens in the scenario out 
of the way of the first woe of the dttack. BringcpthePanze - I V's so they can stem the first 
armored char^ Keqo back unit BQ the headquartes of the tank company and useit Ida - to 
dttack the rear of theeneny dte - they areaorrmitted. Your headquartes unit loses its capac- 
ity to gene-dteordes if it beoomes hea/i ly seppressed, so keqo it out of harntis way 

End your turn. 

TlneGtrrpjjfea-'s TCrnTTroe 

The U.S forces continue to 
ackranoe Any of your reraining 
infantry units will beassaulted by 
thewaeof J umbos and M3 Hdf- 
tracks. This is a second wae of 
slcwe", more dangerous x^oides 
in the Arre-ican thrust toward 
the westernmost part of the 
Genran position. 



End your turn. 
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'nfci_r TCrn Fo_r 

The U.S faraes ha^e scdteed and o^rur your i rnfarntry position, and are gang to advance 
toward your anti tank position. I n prqnardnonfortheU.S assault, your Panzer and F^arnthes 
should bedqdoyed on the riders aroundthevillacp He< (3Q21) pro/idesan eccdlent loca- 
tion for "opportunity fi rd'far your Parnthes wtneethe/can fi re upon brides com ng up the 
road, and hs<(27,19) gvesynuagnod positian far "cKewd:ch."Afte you rally ary remaining 
i rifantry and put your tanks i n position, end your turn. 



TlneC£rrpLtS''s TCrn Rdlt 

U.S tanks and halftracks conti n- 
ue to advance and hunt dewn 
your infantry but the/ will not 
reach your positian thistum. 

Tfci_r TCrn Five 

thu rra/ want to bring a cngole 
of tanks to the edge of a ridge 
in orde to fire on acK^ndng 
Glides thdL are ahead of the 


mainforae Ftererbetopull then back dte firing or the/ could fall pre/ to enery tanks 


TTneGCrrfnJEr's TCrn Five 

Opportunity Fire 

Wren a playe is mazing a unit during histern, it ma/ be fired on by an enery unit if the 
enery unit is in ranepand has LC6 to the mevirng unit This is called Opportunity Fire (CP 
Fir^. A units ability to use OP Firedqoendson whdthe or not it has used up all of its shots 
in its cwn dttack turn or not and st vJnst rancp the unit issdtto react st. 

TCor TCrn Six 

V\id:ch your flanks; the U.S forces also haei rnfarntry and an arnti tank gun thde can cause you 
tracid e Atack thefl anks of the enery advance and usetheterai n to your advantage so you 
can "ovewdzdf' and gai n "opportunity fi re" Attack Stuarts and athe licfT armor dt a ranepof 
two hs^s. Dorft gdc ary dose - ; thar licft guns can damage you cp dense Snoeyou ha^ 
entrenched units, dctack cajtiously and be pd:i ent. Wait for theeneny to ermeto you. 

Soon, thejLrrbos will arrive Thesearehea/ily armored tanks vuthagxxd, but not ged; main 
gen. These toucfnAmei can tanks are your chid 1 cornoen. Do not dose with then unnecessar- 
ily and moesoyoushoot dztherninther rear or sides Ben then the/ will be a chd large to 
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ki 1 1 . Try to bri ng then i rrto contact vuth the dug-i n troops and mae around then Sorretanks 
will undoubtedly gd: entangled with athe non-tank units Ftunthenoff new/ hunt than Ida - . 

Bentud I y athe U. S forces vu 1 1 dtack you i n thed ty a ose assault from the protecti an of the 
urban he<ES Ftallyyour lads oonstantly and hangon.Ynu should vwn the fiefnt dL the ambush 
pant, and those units can hdp Idte.Tfau areon your own from heean. Ldceyau ma/enjey 
pla/ingtheArra'icanside Happy hunting! 



After the Battle 

I rrmedididy dte the last turn, 
thescerario BdileFtprort is dis- 
played. A description of the types 
of units on both sides isdi splayed, 
followed ty Pla>e l's lasses and 
Pla»e 2s lasses Bdcw/thd: is a 
score based an Victory Objectives 
captured and erery units 
destroyed. Losses are displayed i n 
two columns, "Bdti d' and 'Total ." 

I nscerariasand bdUesyoucredce 


vwththeBdtieCenedor, bothcolunTnscDrntdnthesameirnfarmdiian. Ldean wtnen you are 


pla/ingcanr3aigncpmEsthe'Tatd”cDlurrnscDrtdnthetatd losses each sidesuffesdering 


thecocfseaf thecarrpaigr. 


Ncw/yaucanre/ie/vtheLnitsldtanthebdtididdfareBchsidetyldt-dickingthePlay6r 1 or 
the Player 2 button. To erd the cprre and ndarm to the Sdection screen, Idt-dick on the 
Continue button. 


Scare 

tbur score is the nurrbe of Bdile Ftairnts won far destroying erery cnits and capturing 
Victory Cbj actives A Dedsixevictary occurs vUrer your scoreis 8ti mesthd; of your opponent, 
a Mi nor victory medyrequirestwicethepdrrts Apdrrt total bdcween2toland lto2iscor> 
sideed adra/vdthoucfn in maryindiviclual scenarios; you can conside a part total of 125 
times your opponent a Meg nd victory LMtsthdcndredt off- map are not courted as I asses 


C a r p ai g n SLimary 

Wren pla/irngacarrpdgncpmetherne<t screen thdcgrpearsisthecveall summary of thecarm- 
pdgn,thetotal rnundceof margnd anddedsi\evictcries,arndtheCarrpdgnSirearedispla > ed. 

Ncw/thd: you haecompldted ya_r first Steel Panthers III: Brigade Command scenario, fed 
free to pla/ arncthe scenario or start a campaign, design a quick bdtie with the Bdtie 
Genedor, orgnall out and eedeyour own scenarios with theGame Editor. 
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QPIVEFLA' 

The Tutorial described the fundamentals of playing a Steel Pamthers III: Brigade Command 
scenario The fdlcwing section describes the remande of the cprre controls found an the 
Tactical screen and othecpmeplay areas which can be reached fromthee 

C&w Ray INttes 

Thefd lowi ng iters are not real ly i ntefacefunctians, but are i rrportant to your enjoyment of 
Steel Panthers III: Brigade Command. 

CcrrrrBnd Control and Orders 

CeTain actions pefarmad by units in the cprre require the use of "ordes." Each formdti on 
leade" hasordesvUnichaunit in itsformdeion mayuseif theunit is in aorntact with its leaden 
A unit may also use the ordes from a hiejne HQ if it has contact with the hiejne HQathe 
di reedy or throuejo ird red contact throuejn itsformdtion HQ 

Example AssurnetheeisabdtalianfarrndLianwhth BO as the Ccmmand unit and units CD, 
CL C2 and C3 as a ermparry forrndtion bdongng to BOs bdtalian. Unit d aould use the 
ordes of unit CD if it isinaorntact vuth CD. If it is in contact with BO, or if it has contact with 
CD and CD has contact with BO, it could usetheordes of BO. If it is in contact with AO, or if it 
is i n contact whth CD whoich is i n contact with AOathe d reedy or i indirectly throuc^o BO, then 
it may usetheordes of AO. 

VUnenaunit isactix^ it cMerrines which HQit thinks it should obtain its ordes fromdethd: 
mornenL and thd: HQs Idtte designdion and thenurrbe - of ordes the HQ has ad lade is 
displayed in parenthesis d the bottom of the screen. If a unit has multiple HQs it can draw 
ordes from thesdected HQ can champ duri ng the turn as orcte^s are opendad. 

At the beginning of each turn each leade has a chance to cpin new ordes. Some unused 
ordes may also becarried crm from the previous turn. 

Nobs Hdicoptes and reconnaissance units do not use ordes for ma^noent, howe^", they 
aredfected ncmrallybytharstancesdtincjwhoeotheCdrotrol option is"On." 

GaningOcbs 

At the start of each turn leader may recave new orde"s.The nurrbe of new ordesaleade 
rood ves rarnps from 1 to 10. Eveylsade" recevesaninimumof aneneworde pe turn. The 
nurrbe of ordes al lotted is based on the leaders corrmand rdti ng and the rndti anal itys com- 
mand rdting based on the formula 

(Command Rdf ng + (A Random Nurrbe- FnomOTo 9) -40 + Ndi anal ityGomrand Rati ng) /ID 
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The Nd:i anal ity Corrmand RPi np for the ndzians i n Steel Panthers III: Brigade Command 
can be found in 'Appendix A — NdticnalityGomrrend Rd:inc£'an pap 80. 

Leades may also rdsain unused ordes from the pre/ious turn and add them to thereby 
reeaxed ordes. The mad mum nurrbe" of unu^dardesaleade" mayrdtain iscMerrined 
by theleadas rank: 

Privete 0 Corporal 0 

Separnt 1 2nd Lt 1 

IstLt 1 Captain 2 

Major 2 Lt.Col 2 

Col 3 Gen 3 

The total nurrbe" of ordes a leade" may hae amiable st the start of a turn is equal to his 
rdsai ned ordes plus his newly recaved ordes 

/Sdue^eMoraleSbte 

Afte" the nurrbe" of svsi labteordes has been calculded this nurrbe" may be reduced if the 
leaders unit is i n an advise moralestde 


Buttoned ordes halved 

Pinned ordes halved 

Bdtredzi ng ordes reduced to zbt> 

Routed ordes reduced to ze"o 


Unit Sanaa 

Each unit intheepmerray beassiejoadathe an Advance or Defend stance Units asa pad an 
Advance stance thdt are not suffe"ingframaneof the ackeserraralestd:es listed previously 
may be maed or fired bythecvwoirngplaya'. Units assigned a Defend stance may fire but may 
not be rroed, and dtenpt to di g i n i f they are e the" i rnfamtry i rnfarntry weapons tearrp or \^ni - 
des (i.e gji units cannot dig in) and they do not fire during the turn. If a unit vyth a Defend 
stance is farced to rdcredo it chanps its stanceto Advance. The nurbe of turns it takes to dig 
in is based on theeqoeienceaf theunit and its sippressicn le^ and can besped up by adja- 
cent eng nea" units It usually takes sae"al turns to reach a dug instde 

Fcrmatfcn Mfcjuemant Objectives 

Farmdaans may be assigned mexennant objoiives Wnenee" a na/v abjective is sdected far a 
farmdLion, units then inemtadt (physically or by radio) with theforrrdnan HQaregventhe 
newobjedtive Units notthenincrrntadtarenatgventhenewabjectivebiut will reevethenew 
abjective vUnenee" they beg n a tern i n contact with tha r HQ Objectives can only begven for 
the enti reformdn on, but units withi n aformdiicn may haeciffee't objectives dqoending an 
whrdhe they are i n contact with tha r HQ as new objectives are sdeded. 
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Units with an Advance stance may rrtx^ toward the r formdtiorfs rrcx^Tort objective with- 
out thar leada" ©cperding any ordas. Only hses the unit can reach without scperding 
ordasareN^nli^Ttad, althou^itheLnit ma/beadetorrcKetoatha' non- hi c^ili canted hses 
by ©cpending ordas as long as the play®" is not in all-formdtian mode A unitthdz d±erpts 
to moein adirediianthdz is not toward its formdtion objective requi resa leada - in thechain 
of crrrrrendtospeTdoneor moreardas. If a unit does not hae access to ary ordas, it can 
only rrcKeto hicfrlichted hses. Units with a Defend stance ma/ be gven rmerHt objec- 
tives but ma/ not rrcxe unti I the/ haechancpd tha r stance to Advance. 

UitActiacltdRofineALsda-To^mdOKlas 

Cetai n unit actions requirea leada" in thechain of aommand,thd:isin physical arradioacn- 
tact with the unit, toscperd oneor moreardas. If noneof theleades in thechain haethe 
required ordas then those actions ma/ not be paTormed. Listed bdcw/ are the ordas cnsts 
for each typeof action: 



PHYSICAL CONTACT 
WITH HQ 

RADIO CONTACT 
WITH HQ 

single unit movement - not toward objective 

i 

2 

request an indirect fire bombardment (per artillery unit) 1 1 

change formation movement objective 

3 

3 

change mission - single unit 

1 

2 

change mission - all units in formation 

3 

3 


Mtt H tHt 

VUnen using' All Fcrrrd:icrf'mcNernDclebecard : J if transport v^nides such as bar^sbdong 
to the same formdcion. This rroemant mode causes anything to rrcx/o induding the 
bercps, rfta" you hae unloaded your unit Asq si nee this rroemant modeisalittietrickyto 
use it istocj^ed"Off"dCthebegnningaf each turn. Ysu must sd act it each tern if you wish 
to use it 'A I Farmdtiorf' rrcKe is ged: far rrex/i ngfarmdtians dewn a road, but is dangaous 
touseincrrrbdLasthellndo button doesrft workwbien in this mode 

I rifantry units cpin a ddersive bonus if the/ only rrexe one hsc during the cprre turn. 
Ucwe^", this is most often not practical as thaeareti rre li rritsfor each scenario 

Ftauted or rdtredi ng units are not ableto load onto v^nideq you must ral ly thenfi rst R nned 
units can load and assurrethesgopressian le^ of thecarryingv^nides. 

If a unit cannot move atha" you hae already rrexed the unit thdt torn, it is a routing or 
rdcredcing unit (the computa" is rrex/ing it), the units stance is sd: to Defend, or the rrexe 
requi res ordee you do not hae: check the unit stdLus display Aso, if your units are rdtredcing 
or routing you are NOT ableto rrexethann until you ral lythem and thar stdtus chancps to 
"positioned" or "buttoned." The/ dzterpt to rdtredc from the eneny unde" compute" control 
st the and of your turn. 


faranOoGtsCtort 

FOOT 

WHEEL 

ALL-TERRAIN WHEEL 

TRACKED 

BARGE 

Clear 

2 

3 

2 

2 

Imp 

Plowed Field 

2 

4 

2 

2 

Imp 

Slope 

1 

6 

4 

2 

Imp 

Stream 

6 

12 

9 

6 

Imp 

Urban 

2 

2 

2 

2 

Imp 

Village 

2 

2 

2 

2 

Imp 

Primary Ftaad/Bridge 

1 

1 

1 

1 

1* 

Secondary Ftoad/Bridge 

2 

2 

1 

1 

1* 

Flail road/Bridge 

2 

2 

2 

2 

1* 

Swamp 

3 

12 

9 

6 

1* 

Water 

Imp 

Imp 

Imp 

Imp 

1 

Shallow Water 

6 

Imp 

Imp 

Imp 

1 

Deep Water 

Imp 

Imp 

Imp 

Imp 

1 

Ftough 

3 

15 

12 

9 

Imp 

Ffce Paddies 

3 

8 

6 

4 

Imp 

Trees" 

+1 

+6 

+4 

+2 

Imp 

Barbed Wire*" 

+3 

+2 

+2 

+1 

Imp 

Dragon's Teeth*" 

+0 

Imp 

Imp 

Imp 

Imp 


*on bridge hex only ** add to base cost of hex except when road or railroad is present 

*** add to base cost of hex / negates roads in hex Imp = Impassable 

Nates: 

♦ Lbiitsthdtha^rrcx^nnantpaintscanalwa/srrcx^aminimjmaf one hsc pa" turn. 

♦ Mcx^rent duringwimta" bdtles is always +lpa" heefar all units. 

♦ Hees containing wrecks and otha" units cost +1 rrex^rent point pa" unitor wreck. 

♦ BoadsandrailroadssLpiesedectha'tH'raineogtfbrlHdesBarbadVMroandDragcrlsTedh. 

♦ Once an Lbban cr Vi llacp hsds reduced to rubdeit istreded asaFtauc^ntarain hsc 
for rrcx^TTant 

♦ \^nidesvytharrphibiouscapablityma/rrcx^anan/typeaf\Ada'dacostaf anerrex^- 
rrent paint pa" hsc. 

♦ I mfantrycroEsNAida' and DeqnNAda" in F!dtsv\bienthe/ha^thenndacostaf anemex^- 
rrent paint pa" hsc. 

TatanAnd Mn a mt E ffads on Cc nte t 

Gxjo For Uli d csAgni nst Di rvxl Fi re 

Wnidesareconsidaed hull down inthefdlcwingsitudians: 

1) The/arein aFtoucfnor Lbban hsc 

2) The/ are Dug- in. 

3) The hsc they are in ishiefna" in dadzion than the hsccmtainingthe unit firingdthann 

4) The/areantrandnadandarebangfiredanframthefrcnt 

\^ni des hul I dewn are harda" to dt and can only be hit on tha r turrdcs, and v^ii des are also 
harda"todt by direct fireif in a villacpor a heewith trees 
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OnigFiDrl tfatiy flndQre/^inaDiiHtandl rd reitRre 

I nfantry and guns are herds' to N t undo - thefd I owi ng a rcunstanaes ( i n orde - from the best 
go^et to the v\eakEst ocxe - ) : 

1) Entrenched or in a U"ban or Ftauc^i hsc 

2) Dug-in. 

3) InaVillacparahecx/vithtrees 

4) Inashdl hole 

UHm arid Rcxncti Goug- EiaisA^] nst I ncl red R re 

I ndi reel fi re d: units in LHoancrRcxichhe®s inflicts 50%> of tine casualties. 

Mougrgnt Effects On Omtrt 

Vdni des thd: are mod ng are hards' to hit, and thefaste" the/ are mod ngthe herds' it i s to hit 
them Gene'ally it is much herds' for a mod ng mi t to snore a hit on astdnoneryterc^zthen 
it is for a stdnonary unit to hit a mod ng targdc I nfantry thd: are stdnonary are consi deed 
prone I rifantrythdt houemoued only one hex in a turn areconside'edto be mod ng cautiously 
and are only d i c^tly aa s' to hit then prone i nfantry I infantry thd: rrrx/es more than one hex 
in atum is much ease" to hit. 

Units thd: fae been unde - firm or thd come unde - fire while rrcx/inghaefe/xe' rrcxerent 
paints; tNs is a dynamic function, so a unit can start with its maxi rrumrrcxe'rent, but fae 
thd nundoe" reduced as a result of taking fire See the "Gbmbd Friction Movement 
Li rritdicxn^'secticm, starting on pacp 12 for moredddls. 

Sacking 

Units may rrcxe into hs^s containing ary ncndoe - of friendly eneryor week units as long 
asthe/haetherrcxe'nBnt points to do so It takes one additional rrcxemeit point to mexe 
into a hsefor each friendly eneryor week unit in the hsc be ngrrexed into Thus if rrex/ing 
into a heex/vith 3 friendly units, 2 enery units and a week, it would take6 additional rrexe- 
mant poi rnts exsar and abexetheterd n cost to mexe i nto the hsc. 

Spatting 

Modem aorrbd takes pi ae24hoLrsaday LNtsfromindustrialized ndienshae used niejnt- 
vision gear since the 195Cfe and seed of the scenarios in Steel Panthers III: Brigade 
Ccmiviand take place d niefnt I n orde" to ddermine hewv good your units niept visian is; 
©carri nether FireGontrd xduecmtheLbitCarrrrendscrem.ThexduerancpsframO- 4Q 
withahictie'xdueindicdingbdte' equipment 

Units can spot or "sed' enery units in licjntsmokehscES. 

An astensk, * appeari ng dte - the units stdus i ndiedes thd the unit has been spatted by d 
I east one enery unit 


The"pound-sigt symbol, # appearingdte' the units stdus indi odes thd the init has been 
fired epen i n either the current turn or the preyi ous turn. 

Remerbe' thd Direct Fire Smoke options and Direct Fire Attack (HE) options can only be 
used acpi nst h©<ES thd are i n your units I i ne of si cpt 

Hddm Fire 

VUnen pla/ingwiththeHidden Fire prdeencEaff, your unitssprtac^ace'fc units automdiGal- 
ly if thoseunitshavefi redd: your unit. Don’t forc^:, thd if avdnideckives riept noettooneof 
your infantry units in a building or woods and you dorft fired; them thee is a chance thdf 
your unit may g d unddected by the enery It dgnends on the "Visibility’' of thescenarig 
vUndthe'theeneryx^nideiscarryingirifantry andtheecpe'iencele^ of the enery x^nide 
lmfantryarenarmBllyabletoseeadjacentunit5.\AAnenpla/ingvMththeHidden Fire prde'ence 
on, thee is a chance your unit may not spot enery units adjacent to them ©«n if thd: unit 
fi redd: them TNs makes far more realistic game pi ay as tNs allow infantry to sneak upon 
x^nidesin rouejnterain, but it ismorecifficulttopla/dtNsl©^. 

^xMBs AndLt qaUgl lnJiB t Fire 

Aryunit witharadiomB/dterpttoGdl i nan indirect fire (borrbarchnant) rrissian if it has 
aHicJne" HQGorrmand Unkor if it is in Command Unkx/vith its HQwhich hasaHicJna' HQ 
Command Unk. An artilley unit must haea Highs' HQGommand Link, cr a Command 
Linkx/vithits HQwhichhasaHiche'HQCcmmBndLinkinarde'tobea^ilabletofireabarm 
barchneit mission. I n addition, x/\hen using the aorrmand control rules, spottes must fae 
aralableardestoscpend to pi at a borrbarchnant mission. Getdn spatial units ( an ©cam- 
ple is theAmeican FIST unit) do not requirethar HQto haeaHicjne" HQCbrrmand Link 
i n orde - to plot a bombardment rrissian. 

Indirect fire platted an a hscthd is not x/isSNetotheabsene" unit thd: requested the bam 
barchneit rrissian can sedte'see'd hecEsfromthei intended targd. In addition, casudties 
from unobserved indirect fire are reduced to 50%i 

NcnUneOf 3 ^rt ^jotting Of LMtsfiringl nc i raJUy 

Historicdly armies faeuad marydiffe'ent rrdhods to spot enery arti II ey thd: has fired 
(i.eradar,soundandflaEh,d[E.).lnSrEELPANTHERslll : Brigade Command, x/Unene^" a unitfi res 
around of indirect firm theeisadnanoethd the unit x/x/ill bespotted by the enery and made 
x/isiNecnthemap asn if thee is no enery unit x/x/ith a direct I ineof sich: to the firing unit 
Exe"y army i n asy di sti net ti me penod i s rded for its abi I ity to spot units usi ng i ndi rect fi re 

These nurbes are the chance to spot firing by pre/iously unspotted enemy artilley units 
tested agdnst aranctimmrrba'fromO- 199. If the random numba" is less than the rding 
induding ary modifies thefi ring artille'y beenmes spatted until it rrrx/es. 

TheHiddenArti lley SpattirgRdingjsfarthendiansin Steel PanthersI II : Bricwde Command 
can be found in 'Appendix B — Hidden Artilley Spc±tingRding£'on pagp81 
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Reran Spedal utility 

Scxreirifantry and x^nicular units hoetheRecon spadal ability Fcr infantrythisgxesa25% 
spatti ngbcxnusN^nidesx/vith this ability do not hoe the repotting hdxed, as is normal. 

Gorrtet 

Shooting 

VWnen uni ceding any unitfrarntransport, the Lnloadad unit loses oneshot far thdL tern. This 
does not dfect your arrmo for thecprre>itxidarft lose arrmo, just the ti me to shoot 

Rererbe thd: Snots are the nurbe of timEsthd: a unit can firecLringits tun. This xeries 
acnordrgto unit type (eerrple largetanks shooting big shdls take longs' to load), nurbe of 
manintheunitfeemple if an anti-tank gun lores oneortwoof its cna/vmerbeistheo they are 
unableto load thegun as quickly heicetheyreoaxefe/xesloatspetumandtanksx/vithbgp' 
cre/\£gtitrnnreshc±s),stdDusaftheuoit(e<arrple pi med units gddessshots),e<peieocele/d of 
theoe/vandtheleadeshipxelueaf theunit leade.Eliteunits can actudlyrecexenonreshds than 
Greet units ibu usually reoaxed: lead; crecrtvioshatspretumuolesstheunitisinbadshape 

If yon hoemadea\/\eepcxn inactixein theUnit Ciorrrnaodscreei, it appears as an asteiskf*) 
i n theShotS : section of the Unit I rnfarmddcn Bar unti I you makethd: weapon active a^pi n. See 
the"Unit Comrnand Screed' section starting an pacp50. 

If your shots listed gotoO(aeo), or if dtthestart of your turn theunit has no shots rallythento 
reducesLppressi on and reepi n theabi I ity to shoot I f you successful ly ral lyoneof yxr seppressed 
units you may nas xe an ectra shot for thd: turn. Its a good i dea to ral lyscppressad units bdbre 
you shoot Ftererbe units also shoot bd±e if they are not suppressed. 

Somdtimes x/Unen infantry cure unde fire they dterpt to pull back; if sg the messacp 
“Pul ling Back' isdisplayed. If infantry hae"srrdcdTheyfireitautarrd:i cal ly in an dterpt to 
ccve the r rdcredc 

Ri4AndSamdShdtF^dtie 

Thefi rst ti rre a unit shoots dt a particular enemy unit, it does 33 with a reduced persntaepto 
hit Thesecondaonsecutixeshotdtthesame unit will be dt a si icfitiy increased peoentageto 
hit v\bii lethethi rd oonsecuti ve shot dt the same unit will bed: full dfect. The ecact chancEto 
hit is modified asfdlcws: 



FIRING UNIT IS INFANTRY 

ALL OTHER FIRING UNITS 

1st shot 

80% 

60% 

2nd shot 

90% 

80% 

3rd and successive shots 

100% 

100% 


aoseAsEait 

If infantry are riding on a x^oidex/Unei it is dose assaulted by enemy infantry the infantry 
may absorb or abort the assault. This is a good tactic to keqo your tanks dixex/xhten fiejnti ng 
i n dose vyth mary i rifantry 


Pinned LMte 

Theeisachanaethdc a pinned unit may stay pinned for thedurdtion of thesceiario, dqoeid- 
i ngon theenvi ronment around theunit (tanks i n fl arrest casualti es, no I eade i n contact, rout- 
i ngfriendly units, dtc). Pinned infantry units cannot moe but can fire dt reduced dfect. For 
more i nformdcion seethe"MoerBnt Stdtud' section, starti ng on pacp 11 

1 1 fatt y Faring 

\AAni lefad rg di recti cm isimpertart for x^ides in theepmeas they haediffeent armor for the 
xerious sides of thex^nidp fad ng is only important for infantry in thdt they see bdte in the 
di reii cm they arefadng and eng nees can only reroe obstades in the direction they fans 

All units cpin cMensixebenditsfrcmnsandbagandfcpchdeentrenchrrBnts, wlich areplaoed 
dtthebegnningof apre Entrenchment markesarenee' reroedfrcrnthemapandcan 
pro/ide cufl - for any unit thdt rerainsstdeionary inthehsc 

llnits ^"Etdend" stance dterpt to dig in if stdnonary unsuppressed, and not fired an x/\hien 
the "Control " option from the Prde"enc)es screen is active VMnei playing with the"aontral" 
option off, d I units thdt do not mere in aturn d±erptto dig i n. Eng nee - units makedigy ng- 
in occur morequicklyfar units they are adjacent to Once a unit has dug-in, the unit gd ns a 
ddensi ve bendl t far as long as the unit read ns i n the hoc. Once the unit moos, the"dug-i rf ' 
rrutdrg cm the hscisreroedfromthe map Diggngin only bendits thdt unit. Ax^nideunit 
x/xhiich has dug-in only deixeaddensixe bandit acpinstfi redirected dt its front 

[Vines 

Wien dearing mi nest you should seea message on screm which sa>s"X" nurbe of mines 
deeredfdlcwed byanurbe in parenthesis (#.Thenurrbe in parentheses ndlects the roumbe 
of nines Idt in the fee Chly Infantry Mi nedearing Tanks, and CbrrbdL Engnea" units can 
reroe nines Engneesmay be in an acjacent hec and fad ng the mined hectodosg while 
IrnfartryrruibeintherrinehectDdearit Minereroel isautnmdncdctheendof thetum. 

DracpnTedh 

Eng nees haetheabi I ity to dear dragon tedh.They must bei n theheccrmtb ni ngtheobsta- 
deor fad ngtheobstadefroman adjacent hec and wdt for aturn or rrarei n erde to reroe 
them Dragon Tedth in a hec preent xdnidesfrom mo/irgthroucjn the hec until erg nee 
i mfantry hoe reroed them 

BartaedVUre 

Barbed x/x/i re i s traded I i ke mi nes, eogot thdt i t si cws moerent and does not cause casudti es 
Note It ispossibletoplacBdl thrreof theaboeinahec 
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Calling for Air Sgppart 

Cal I ingfar support from attack d rcrdt such as A- lCfc, F-4s and otha - tactical support planes, 
is handled much the same as cal I ingin an Indirect Firerrission, but theeisone irrpartant 
diffe"encE Aircrdt ha/eto ente - and leaEtherrep st spedfic places. Theseentry and e<it 
positions must be assigned bdbretargdtsarechasen. 

Ai ncraft Entry Exit Spewes and Tsrc^t Hsoes 

Ldt-dickanthel ndi rect Fi re Menu button, ar press"B"an the key/board, 
and the Indirect Fire screm appears. NscttotheStrdBcjc Map are four 
standard buttons Zoom In, Zoom Out.Rnd Spotter arndB(it.Theeisdso 
a button necttothelegand'Ai r Unit Ertry and Exit' which reads Hidden. 
Ldt-d ick an tNs button to chancpit to read Displayed. This chancps the 
OE"dl rraptnsho/vsixpdrscf arrcwspdrtingortoandaff ofthemapThesedenctetheenlTy 
and ©<i t spaoesfor ai r scpport Ldt-d i ck on an i rwerd poi rti ng arrow button, to assi go an etry 
spacE then Idt-dickcn an outward poirotirogarrcw/tDsd act an edtspacE 

Sdeiatargdchecbyldt-dickdrogan it and then Idt-dickontheHE button. IVblB All targding 
for ai rcrdt dd i\E"ed I ndi rot Fi re must be assi gned usi rngtheHE button racprdlessof whd: ki nd 
of arctoancethey carry Assigning a tarc^c usi ngthesrrakear dusts' munitions buttons has no 
dfect IXfcte Theothe buttons which would normal lyrgnreset munitions i n an ai rcrdt row are 
dirrrrBdajt si ncEthe/canroct be used. The hs< chances to showthe'TargdBd" icon. The ncroo- 
be - st the ri cj"t end of the unit row i nd cdes hew/ mary turns bdaretheai rcrdt amines. 

Aircraft 

Ai rcrdt rra/rdnEatobeBearodbsomeuroa^ilableclLrirogacpmefcrsgs'd nsesons.VWoeoe^' 
aptaneisdarrocpd, it rdtums to base Ctioeo/usg drcrdtdwB/s corotiroueto fly until they use cp 
thar tea/y ordnancE( bombs and rackds).\/\heo d rcrdt useupdl of thdr hea/y ordnarncE 
theeisacharncEthe/vyll rdaumtobaseasfdlcws ITicrtDlS50tioe/rdtLrntobaBeifthewer- 
headsi^plusthepeodrdicricf thelarrpst weapon with reoTaningarrmo is root gods' than 5. 
Frcrn 1350 cri they rdojon to baseif the warhead si^pl us the peodrdi an of thelarrpst weapon 
with remaning arrmo is not gads - than 13 I n dthe case if the plane is not a designdBd 
'Ground SgoportSpeddist, it mjstdsopeEsamordednatcinardelorttEplarnernattordijnn 
to basg Thefd lowi ng planes are Qound SLpport Sped d ists and do not nead to pass a made 
check to comti rnueflying 

Ju-87g Hs-129 I L-2 ShturrrcM k P-39Airacobra 

B-25hMitchdl A-lSkyrdde" A-lONAferthog I L- 10 ShturrrcM k 

Su-25 SU-25T 

BECAFtEFUL when using ynur planes to dtack enemy poeitiarns when theeisa lot of smote 
i nthedr or too dasetoynur awn units, as your d rcrdt can dtack the rcwn troops aadden- 
td ly i n these i nstanoes. 
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Special Capabilities 

Caiainunitshaebaeognso spend capabilities as fd lews: 


1) Cetdn artille'y units arededgodcad as fast response artille'y and haea smdle" dday 
thannormd indirectfire 

2) Cetain units has been designdeed as sped dlytrdrnad and equipped far reconnai ssence 
and tae an ease" tirrespotting hidden units. 


Tactical SmeenQrtrds 

ThEse buttons control functions cLring^mepla/ I terns described intheTutorid aregnso 
brid deseiptions has and fedcures not mentioned pra/iousiy are corrpldtdy described 
whee possible Ftomerbe', if afunctian isdimrdha'than NcTiicptecI, it isuroasilable 

\ACRReplsy 

AbcKEthe playe - sidds ndciond flag in the uppe - riejat corne - is a narrow button 
which appears to beethe - a red or geen licpt. Qi eking on tNs button actives the 
VCR Ftgnl a/ function for Emd I and two pi aye - cpmes. The cpmerqolays the last turn of your 
opponent. Ttnisrgnl a/ pi aySthrciucTi to the end bdbre restori ng corntrd totheplaye'. 

INHiond Flag 

Ma/ing the mouse poi rote - as - the rodci and flagcausespap-LptscttoappeBr.ThisirncicdES 
thesoenaridsturn length and visidlity 

Fi nd the Nstt Unit and Fi nd the Last Lhit Buttons 

To cydeforward unit by unit throucp ya_r roste - , you can press the N key on 
thekgyboardorldt-dickantheRnd the Next Unit button. PressirngtheP key 
on the keyboard or Idt-dickdrogantheRnd the Last Unit button cydesthroucpinnas'searde'. 

All Fdrmdtion Made On/ Off Buttons 

TNs option dlcws rroEmeat ardes to begnsa to entire farmdtians when sdc to 
"Cn."V\Aoeo "Off," only single units are moved. TNs opti on resds to "Off" evmytLrn. 

FindNact Form a tion HQ 

To cydeforward throuepd I of theformdtions in aforeg Idt-dickcntheRnd Next 
Formation HQ button, or press theG key 






LoacyUHoad Uhit Button 



I rnfartry units adjacent to or inthesame he< as transports such as trucks tanks AFOs* 
or wdH" transports can belaadad bysdectingatioa'unit, Idt-dickdrogantheLoad but- 


ton or pressing the L key and sdeting theothe" unit thicsdirgwa'ksinthgcppaEitefaENcro; 
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sdedjrgaunitwithapassenga'andusingethe'theLoad bdtancrtineLkeyLinlaadstheLnit If 
avdidewith a Lnit aboard ©(pends rrcxemBi: poi rntsy thesameriLimbe' of poi rnts is©<pended by 
both Lnits. Units can both load anchor cnl oad from a transport rrultipleti mES i n the same tLrn. 


Set Objective [iitten 



Ldt-dick this and I code the hecwheeyou went tfeobjedive for the active units for- 
n^m loaded. Thiscontrol celyworksifyxihauetheControl aptianOfl andhaethree 


ordesto©<pend. Se5the"Farrrdaon MaerErt Objective^' section on pac^24for moreddails. 


I ntJ nedt Fi re Maui Button 



This button opens thel ndirect Fi re menu which isthorouc^dycoveed i n the"l ndi red; 
FireMissicn^'sediananpa^l4andthe"CallingforAirSLppart'sed;ianonpa^31 


Rally Button 

_ — ! II This causes the units leade - to dtempt to reduce the suppression of Ns unit Ftally 

si I dtenpts can be made as long as the I eade - is successful in redudngsLppressi on. 

Adjacent I endes suped or to the active emits leade - may also dtempt to rally suppressed or 
routi ng units. Fd luresqoendsthd: leaders abi I ity to ral ly anyone Ricfnt-d icki ngautarndded- 
ly dtempts to ral ly the unit anti I it fai Is an dtempt or suppression drops bdew Z 


Fi reWtepcnsEtTart^t Bdttcn 



Crdes theajrettysdeded unit tofiredt the^ededtar^sTNs is gnod for longdis- 
tancefi re si nceynu ctrft hauetoserd I tothetareds RcfT-d idd rgencpgsstheAuto-fi re 


option for anetern. For more i nfarrrdd an, seethe' '5 rxj eAuto Fi rd' sszti an, darti ng an pacp 51 


Sdt Direct RreTargdtBidtfcon 

Thisopti anal lews thesdection of aspedfictar^cforthecLrrent emit Notethdtonly 
aurrentiyvisibleenenny units in ramp can besded:edastargd!5.\/\Anenthisaptianis 
astivdied, a red line appears bdween the active unit and its current targd:. The Unit 
I rnfarmdtian Bar, dt the bottomof the screen, displays the targd: name and stduson theri^dt, 
theranepin hs^s, andthednanoetoNt ©(pressedasanaocLracy peoentage 

A rrenutothericjnt of tineBdtleMapdlaws you todoancptargdEW/ithNext and Previous but- 
tons, zoom the via/v using Zoom buttons, and fi re the active unit d: the current tarc^s Ldt- 
dickingantheSelect this Unit 3S Target button, or pressi ngtheT key locks the current tarc^: 
and rdturns to the Bdti e Map TheQu i t button, or pressi ngtheQ key restores the pre/i ous tar- 
gd: and rdLurns to the Bdtie Map 

Uni ts equipped with turrdLs can encpge units without h^rg the r fad ng changed using this 
fedUreVUnen the Next unit button i s used to sd act a tarc^tthd: is not to the unit's front, the 
units turrdt rotdies to enebl efi re when the Fi re button is Idt-dicked, or the F he/ is pressed. 
Ri ^nt-d icki ng encpgss theAuto-fi re option for one turn. 
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Attack Ha< with Di rect R re Butibon 

Allows units (such as eng mem infantry) to useflame-thro/ves to sd; gass trees, 
z _ and building an fire usesdchd charcp^anti-tank nines to blow/ tp brides or 
buildincp or to dtackothe" units with thesespedd weapon types Alsp thisishow/youcan 
fireirntoavisiblehscw/he'eynu may suspect aneneny isNdden, but noeneny is visible 

OsteardeinaHetBUHin 

The active emit fires a smoke round intoahsctoNockthelineof si^dLof theoppo- 
^*""1 nent. I n orde" for a unit to use this function, it must be carrying smoke munitions; 
thiscan bedderrined b/rieft-di eking on an active unit and checkingthearrmLnitian list- 
ing i n the weapon I ist Nobs Smoke rounds are v^y prone to sedtes 

Zoom I n and Zoom OUt Buttons 

1 To view/theentireBdtieMap dt diffeent magnifieddens, Idt-dickon the 
dJ 1 * ■=! Zoom In or Zoom Out buttons throuejn theforr I evds of magnifi cd:i on. 


QJJ 


' Dark arid SrnokeF-Isc Butbon 

3 Dears the Bdtie Map of any shaded or smoke-filled he<esfor bdte" viewing of the 
te"rain.TNs button toc^essmokecrVoff, ho/ve^", v/isi bi lity issti II dfeded fcysmoke 


Unit Menu Button 

n -| Thi s opti on opens the Unit Menu screen whi ch corntai ns abbre/i ded surrmary of d I 

theunits present in aforce 

♦ the unit ID and type 

♦ its name 

♦ itsstdtus, 

♦ remdningrrcK^ment, 

♦ thenurrbe'of shots pe - weapon remaining in tN stern, 

♦ itssgoply le^, 

♦ theamountof N^necplasive(HE) ammunition and armor piedng(AP) arrrrLnition it 
has remaining 

♦ arrydarmaepit hastaken, 

♦ the units ©epenenep 

♦ theunits rrorde 

♦ the units numbe - of man 

♦ andtheunitsnurrbe'ofv^nides,crew/senedvyeBpcnsarsc|uads(if primarilyan 
infantry unit). 






35 STHELF«\JTFEF5III: mga^C£rtniand ISE&lgBQ 


Each unit I D(AO, B2, and so on) isactually a button which sdectsthd: unit and rdturnstothe 
BdttleMap with theactixe unit cantered. Buttons dtthebottcmaf thescremshcwvtheNext or 
Previous scrams, or Exit totheTactical screm. 

UicbLaGtMoueBUttan 


Goto Roster Button 

This brings up a detailed menu listing all formdtion leades, thar farmdtions, 
v\a/ paints compute - vs. human stdLus, stance the farmdti arts ranc^ and all units, 
in one screm. 

UTit Status Li stF£nd 

HQ — An H in the first aolurm indicates thdc the ccrrant formdticn leade - and HQ are 
dtached to thd: unit 

Mm, Guns, orNMides — The second col urn display the current nurrba - af mm, guns or 
Glides "KO' indicates thdL the unit has bam "knocked out" or destroyed. 

Stance — Each tnits dance is displayed inthethirdadum, A far d±ack stanos D forddmd. 
Ldtndickingontheldte - in thiscd urn allows thd: units dtanoeto betogtfed bdv\emA andD. 

Rancp — Col urm four i s the Maxi mum Fi ri ng Rangesdti ngfar thT unit Ldt-d i cki ngan the 
Idtte - in this cdurm allows the rancp to bechanced. 

F ormati on Leaders 

Each Formdcion Leade - is listed, shcwvingtheformdtion name human or compute - control, 
the I cadets command abilities, thenumba - of kills he has and thespedficformdiian units 
unde - hisaommand. 



Tate back the last maeif an enery unit has not bam acposed and/or your tnit has 
not bam fired noon b/theeneryxwhiilenna/iro 


V\^y- points 

j s j V\hm fcrrrdticms hae bam sd: to compute - control, v\a/- points can beusedto plot a 
units course until contact v«th the enery ocours Ldt-dick on the map to sd: each 
point until donethm ldt-dick an Quit. Those units maealangthev\a/-paints inthearde - 
in whiich the/ v\ae sd:, until the/ ante - thecommand radius of a laada - whose units are in 
contact with enery units 


CcrrpUba - or Huron Gcrtrd 

| Choose to sd: each units control to atha - human, if you wish to control them during 
^rre pi a/ or to thecomputa - , if you wi sh to haethecomputa - moethamfor you. Nate 
thdc arti I lay units and stri kedements cannot becomputa'-contralled. 
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VNfeBfxrEEncydopecia 

ys3 This displays infarmdticn 
— ‘ — an weapons, tanks, and 
airedtusedinSbad Ffentha'slll: 
ETicpcte Command. To useit, sim- 
ply Idt-dick on the flag of the 
ndo onal ity you wi sh to vi a/v thm 
scroll throucjn the list of entries 
and sde± the unit you wish to 
via/u A picture appears in the 
pand to the ricft and the stdis- 
tics of the unit are I isted. 


Mibn Amcr Rad ncp 

Armored x^idassincethelSeCB haeunda'gone radical impro^rents in armor systems. 
Somexdnides di splayed intheencydopediaha^up to threediffeant types of armor: (A) for 
normal abl dive armor, (H) for HEAT resistant larrinded armor, and (R) for reactive armor. 
For types (A) and (H),thehicjnetherdingthebdttethednanaeaf thetanksurx/ivirig bang 
hit Type (R) armor rdincp equal thenumba - of times the armor isdfectixesinceit rqore- 
sets s<pl osi \e champs thd ddl act the bl ast 


End Game Button 

Tbu aid the currant cprre by Idt-dickingom this button, and pressing the Y ke/ 
whim prompted, or resume the cprre ty pressing N. Pressing Y aids the current 
cpmeand rdturns to the Sd action screm. 


Save Game Button 


Ldt-d icki ng on this displays the Sae Garre List screm d the aurrant turn. Emai I 
cprreseresaued haealso 


CjLit Ordars Phase Button 




Thi s aorntrd ends the aurrant pi aye^s turn and goes to the opposi ng pi aye^s turn. 


FYdaimtEsBithcn 


preferences ThePrefGrGnCGS button displays the Prdeencjes screm. 
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H mLKM KSJTOJ 



The Prde"enoes screen allots 
Steel Panthers III: Brigade 

Command to be cenfigLied to suit 
theuse-.Thescrean is divided i rto 
three primery sections: General 
Prdb'enoes, Plays' Prdd'enaes, 
and RealismPrdb'encES. 

C&TBf^ Ftde'etES 

The coritrds of thi spand chancp 

"look-and-feel" iters such as 


Music and Anirrdn on. Ldt-dick- 
ing on a button altenndes bdtween on and off . Ldt-dickingonthedo/vn-arrcvv of the button 
for SoLtnd \falume Ani mdcian Led and Messacp Dda/ causes the leds to decr ea s e; Idt- 
d i cki ng an the i_p- arra/v causes then to i increase 


MoueRacfisOh/ Off Buttcn 

UsethistotogcjetherrcN^nnBnt radusdispla/on or off. This displays the hses a unit can 
move to as an area of I i cfte - hs<ES, surrounded b/darke" shaded hses. 

Fast Artillery On/ Off Button 

TheFast Artillery sdtti ngcrrtndshcvvthecldix^y of indirect fire is displayed — when this is 
tagged On, theindirectfireisdisplayed as one ©<plasian pa - unit/bd±ey firing rdheThan 
a sen es of shots, arri vi ng one dc a ti me 

SouidVbiiTe 

You can inoeaseor decrease the \dume of the sound dffects bdweenfrom0to5 with this 
control. Ldt-dick on thecp- arddcwrsarrcw butters toinaeaseordecreeBethesaLind lad. 

Anin U ticn Led 

This increases or decreases the amount of ani rndti on activity and tset ddtai I during oorrbdL 
from0to5. Ldt-dick on theup- and dewn- arrcw buttons to i increase or decrease the ani rra- 
tian lad. 


Music On/ Off Button 

Use this button to a/vitch the background rrusic an or off. 

Sound FX On / Off Button 

Thi s togej es the sound dfects an or off . 

Hex Grid On/ Off Button 

Thisooritral a/vitdnesahecgnd a^1 a/for thelactical screen on or off . 

Animation On/ Off Button 

Ani radians such as ©(plosions, smoke cr gumfi recan betog^ed an or off usingthis button. 

Hec Info On /Off Button 

\AAnentheHEX INFO option is"QT infarmdEianan a^y hscthecursor passes cmst are dis- 
played in a pop- up windoy irriudingtheh 0 <locd:ian,thehdcft inthd hsc, andtheterain 
type VWnen this option isoff, only informdLion on the hscs with visible units is displayed. 

Objectives HacpGn/ Off Button 

Thisooritral tagejes vUndhe" Victory Cbjectixeflacparedisplayad or not 

AUboRallyGn/ Off Button 

TheAlltO Flally option causes leades to automdi cal lydterpt to rally seppressed units dt the 
end of the r turn. 


Message Del ^ 

VMththisoomtrd you increesecr decreeBetherrEssagecLrdianfrarn0to2C)0.>buGan ente - 
a nirrbe di rectly or d i ck on the arrows to i ncrereit or decrerent the dd a/ by 10. 

Al Level 

Usi ng thi ssdting you can i increase the oorrpute^s forced ©epenenoeand morale by 0 to 200 
peeent ibu can ente a nurrbe directly or dick on thearrews to adjust by increments of 10. 
Thi ssdting cannot bechanged in atwo-playeepme 

Srnall Icnn 

Thiscrntrdsthesizeaf theioonsthd appear on theBdtieMqo, with "Off, "or XXX bdngalarcp 
sinc^eiaDnnqoresentingall afthe\dnidesandtheladsframlto3rgoresentinggTOLpsafiaons 
far each unit equal tothenLrrbe of vdnides i n the unit divided b/thele^ . For e<arrple aunit 
withfacr tanks didspla/le^ 3 woulddspla/anesmall ioon;twod:le^ 2,andfaLr dl©^ 1 . 
Theactual nurbe'cif x^nidesdwaysappearsasalargenLrrbe'intinece'te'afthehsc 

Heycr FLefcronms 

PI aye - Prdd'enaes aejust the difficulty of a scenario by adjusting the toughness of dthe or 
bothsiclesinsee'al areaswithinarani^cf 30to25CB<iTheseinduclespattingandfineaaou- 
racy troop qual ity and the red I i enoe of tanks and i nfantry These prde"enaes al lewvthe pi a/- 
eto aejust the abilities of troops the/ pla/ outside theddault raneps assigned b/theeprre 
Faroes with ©coqnti and rdincpcan bedegeded to si rruldelcwe' quality units, Indians not 
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known for sgcei or units can be improved to si rrulTedite units. Of ocurse fences knov\n for 
the r hi cfi I s of trai ni ng equi pmsnt, and moral ecan al so be made i rx/i nd bl e! Thi s opti ore 

is di sad ed i n two- pi aye" cpmes once the game has started. 

Searchin g 

This control adjusts accuracy for calling in artille'y and air strikes within a rancpof 30 to 
250%for athe" sides. 

Hitting 

This control acjusts di rect fi reacctracy for athe - side withi n a rancpof 30 to 250%i 

Rout/ Rally 

This qual ity rqcresents two aspects of a units paformanaeduri ngoorrbd:: howli kdythe/are 
to sulfa - morale lass and break, as wd I as ho/veasilythe/ rally 

Troop QlbI ity 

TNsaontrol displays and can be used to cx^ridethesdtingfarthela^ cf Training' far cnits 
inbdilesmBdevuththeBdtfeCane'dDr and scenarios creded with theSoanario Editor. It can 
only bechancpd with theCountry Training tog^eintheRsdismPrde'encepand tLrned"Off." 
Therancpisfrom30to 130. 

Tank Tou ghn ess 

Thisqud ity dfects hcwv resilient atank cnit istodamageonoea hit has bean sacred. 

I rtfanby laughness 

Thisqud ity dfects haw resilient an infantry cnit istodamageonoea hit has been sacred. 

Battle Rants 

This sdting preBssjgnsthenurrbe" of points for BdtJeGene"d:ar bdties. If Idt d:XXX, the 
nLrrbe" of paints is chosen randomly by the aerrpute" far Playe" 1 and Playe" Zs paints 
beacmeardLioaf PlayQ" l's expended points. 

Air Sectio n s 

This option preessignsthenurrbe' of air sorties thdt can beflewn, and thus the nurrba" cf 
airstrike and/or gunshipformdtionsthdican bepurchased. 

Ffed isrrR"^a"QncES 

The togsje switches of the Realism Prde"enaes pand dfect fedxres of Steel Panthers III: 
Brigade Command which mdcethecpmerncrefor less) red istic Thi s ind tides fedxres such 
as a realistic arrrrLnition limit breakdowns, acmmancFancFaoritrd, spatting and more 
Thesefedtures are disabled in atwo- playO" cpmeonoe the cprne has started. 


ArrmoLirrrtOn/ Off Button 

Thi s togj e control s whdther or not units aresubject to running out of ammunition. 

Gcrrmand On / Off Button 

Ww "On," normal rules for estabtishingaemmand links are in dfect as described in the 
"Gcrrmand Gcrtrol and Crde"d' section starti ng on pacp 23. VWnen "Off," d I units are euto- 
mdLicdlygx^n aGcmmand Link of acntact 

Morale On/ Off Button 

VWnen "On,” normal rules for unit and farmdtion merde are in dfect Wei "Off,” merde 
penalties ared i mi ndted. 

Moueand Shoot On/ Off Button 

VWnen this option is"Cn,"unitsthdt rrexe a significant portion of thdr mexerent dlotrrent 
haethd r shooti ng accuracy peidized. VUnen "Off,” no pendties are applied duetothefi ri ng 
units movement. 

MnesGn/ Off Button 

This opti an enables or disables mines. 

GartryTraiingOn/ Off Button 

Thiscmtrd enablescrdsablestheTraapQuditysdtingfarusevuththeBdtJeCane'dDrand 
Soanario Editor. \AAnan this is togged Off, the \eluecan bechancpd within thea^iladerancp 
VWnen togged On, thex^ues are the dddJtv^ues far thd: country duringthdt time pen od. 

Thevd uesfor trd ni ngcan befoend in'AppendixC — ExperienceRdti nc^'starti ngon pacp83 

Control On/ Off Button 

VWnen this option isactixe the rules for "Crde^'areenaded as described in the "Gcrrmand 
Gcrntrd and Orde^' section, starting on pacp 23 If this option is inactive no crde-s are 
required to rrcxeor bombard and Command Stanceis ignored (dl unitscanrrcx/eandeijto- 
mdn cd I y dterpt to di g i n) . 

hidden Fire On/ Off Button 

VWnen the Hidden Firecmtrd is "Ch," firing units thdt are not spatted bdbre firing are only 
rard y spatted dte - tha r fi rst shat Thi s i s a more red i sti c wa/ to pi a/ becajsefi re i s not i rx/i s- 
iblg but in Steel Panthers III: Brigade Ccmmand, spatted means "can betargded as best 
rancp and weapons systems d lcx/\/'This is a more chd long ngwa/to pi a/ as theAl 's ambush- 
es are much mcredfectixe 
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C^VI^IOMS 

Steel Panthers 1 1 1 : Brigade Command corntai ns sixcampaigncpmes rang ngfromthehistar- 
ical tothebypathdtical wheeacoresdcaf units proceeds framsaanarioto scenario If you can 
keqo thendixe your troops become mere ©epeienoad. A seenth option istheCampagn 
Genedor which genedtes a random carrpdgn agsinst aseiesof opponents. Sdect acam- 
pdgn by Idt-dickingon it then Idt-dickantheStart Game button to continue 

CanpagnCanffalrr 

Thelengtinof the geneded carrpdgn isentirdy Lptoyou — fromasfei/vasfixebdtiestoa 
total of 200, a geneded carrpdgn is a senes of bdties geneded by the compute acpinst 
three compute opponents whose nationality is chosen by you. You also dedde hcwv many 
montins or yearstinecarrpaignisto last. Just reTerbe.aroelassisdl it tates.Theeis no sec- 
ond place in modencombdL 

rstrtin/frica 

Thiscarrpdgo remedies thedassiccleset armor bdtiiebdweeo Germany and theAl lies You 
command the &tthi forces i n a carrpai gn to wrest North Afri ca from tine Al I i es 

StEling-adliae 

Can you bring the eth Army throccjn the storm? Heds your chance! You command the 
German forces for thisdrixeirito the heartland of Mathe Russia 

ivtrkst CSrofern 

Hcwfar x/xes thd: bri edge? Fi cjdt thedrarmdti c dterpt to sd zethe Rhi roeeassi nep on your cwn 
terms You are in aorrmand of the British forces. Can you rdieetheerbdtied paras of the 
British 1st Airborne? 

N/ebTErrOS&l-Tl 

FramCpedtian Starlicjnt to the Cambodian irtexeiticn, ©cpeieocethebderoair of the US 
Armed Faroes TheU.SArrryarodMariroesareyaLrstocornmBrod,x/x/ith no seidorid ©esiej't! 

NAT01S68 

FuldaGapinGa'maryistheplacemoststrd:egstse<ped:ed\Atrld\Atir III tostartThiscam- 
pd go ©cam roes this contest bdzx/xeen the CbldNAfer titans of East and \Afesb You command the 
\ACst Gerren farces 


HUyVN^r 2300 

The Middle East eupts with the Idlest in moden deset warfare You aorrmand the Isradi 
forces acpi ret theArab Countries 

FLrctineBeUit FcrroaticrE 

In Steel PanthersIII: Brigade Qmmand campaigns, you bui Id your army by purchasing unit 
farmdtianswith"BdtiePoimts"titxir pcrchases are made intx/xo stages yocr Gore Chits x/x/hi do 
are carried forward from scenario to scenario within the campaign are purchased first, 
Sgoport Chits are purchased sanond, and are cJffeeot from scenario to scenario. Othe 
unpurchased units, called auxiliaries frequently appear in scenarios These do not continue 
frexm sceiarioto scenario, but are prex/i dad to sgopl ©rent your forces 

Unit a asses 

The n©<t screei i s x/xheeyou pur- 
chase your Gore Chits The total 
numbe of Bdtie Points you tae 
to spend is displayed inthegope 
cente of the screen. Chits are 
purchased in formation goep- 
inepfromsetiansto regiments 
I n geneal, a section is usually a 
sincJegoLpoftwotothreex^ni- 
desor guns x/xhi lea regiment can 
consist of bdvxeai 70 and 90 
tanks usual ly divided into threecr morecompanies I n Steel PanthersII I : Brigade Command, 
you can bey up to reg rrent si zed formdti ons of mul ti pi ecompani es pi us SLpporti ng d erents 
You may purchasefromfour geneal d asses of units 

Arrcr 

Formdtians consisting of x^oides thd: dLtack primarily x/xdth direct fire x/xeepons: tanks 
armored cars, and othe x^oides possess! ng armor to pro/ideddenseaepi nst enery fire 

Mlloy 

Formations consisting of units whose means of attack is primarily indirect or ddeosix© 
arti 1 1 ey anti -tank guns sdf - prapd I ed guns and shi ps peforrri ng shore bombardment rri s- 
siens from off- map Mary of these units do not normdlymcxe anther own, but requirea 
sqoardex^oideinorde to transport then Some types of artilleyfaund hee hcvxewer, are 
sdf- propd I ed or motori zed. 
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I nfertr y 

Formdtions consist i ng at foot soldiers carrying a rancp of weapons from assault rifles and 
hand grenades to anti-ai rcrdt rrissi les and genade launches 

MarilanBDLB 

Fcrrrdti ore consisting of nines, pi 1 1 baxES, farts, ai rstri kes, hd i copte' end truck transport, as 
wdl as barcps, halftracks, armored pesonnd carrier (AF’Cs), drcrdt (as support units), 
dttack hd icoptest arnti-d rcrdt guns ( AA) , and surface-to-ai r rrissi le (SAM) bdttedes 

Note \AAni I e purchasi ng sped fi c uni t formdti ons, the stdti sti cs of the units appear. For ddi n- 
iticns of the statistics, seethe"Unit Gorrmand Screed' sesti on, starting on pacpSO. 

arileH amte 

Strikederents are drcrdt thdt can betasked to dttack goundtargds Natali of thedrcrdt 
thdt can be assigned to this role are ideal ly suited to it and are moreor less I ikdy to pursue it 
with the same ZEd . 

ScnE d rcrdt rray rdturn to base and become unaeilabteduring a garne for one or moreaf 
semd reasons. VMnenem a plane is damaged, it automdticdly rdturns to base Othen/vse 
drcrdt always continue to fly until the/ use cp the r hea/y ordnance ( bombs and rockdts). 
VWnm drcrdt use cp all of thdr heavy orchancE thee is a chanae they will rdturn to base 
si nee thd r secondary weaponry is pri mari ly meant to be used acpi nst othe - ai rcrdt. 

I nethe - case if the plane is not a designdted 'Ground SLpport Speddist, it must also pass a 
moralecheck i n orde - for the plane not to rdeern to base v^iich is based on its morale rdi ng 

Ground SLppcrt Sped alidt Aircraft: 

Ground SLpport Sped dist drcrdt in the cprne are drcrdt thdt dttack goundtargds Some 
aredediedtedtoagound dttack role vUni I eothes are simply aldeto carry awidex^ridtyof 
weapons The moreweepons an drcrdt carries, the morelikdy it is to haE remaining arma- 
ments and rdturn for anotha - dttack run. 

The fd lowi ng pi anes are Ground SLpport Sped d ists and do not need to pass a rrordechatk 
to oonti nueflyi ng 

Ju-87g Hs-129 I L-2ShturrntMk F*-39Airacobra 

B-25hMitchdl A-lSkyraide" A-10V\drthog I L-lOShturmcK/ik 

Su-25 SU-25T 

ChccangCoreUtits 

Care Units are units wloichcDrnbnuetopartidpdeinee'yscEnarioinacarrpdgn. Idedly the/ 
are the most ©penanced, the most usdul, and the most dfecbxe units in the army VWnm 
beg nni ngthe scenario a Headquartes Uhit is dread/ pro/ided; it isthefi rst formdti on, I isted 
as'AO.”NaticEthdt it is I isted on the ricftsicleaf this screen. This area lists the units you tae 


purchased so fat ltisirrportanttonotethdtthebricpcleaorrmBncle'(Nsrankisnarmdlythdt 
of Gdond), isdwaysdtachedlothe'A'unit. Heistheoeall fiddatrrmande'for yourtroops 
You may wish to purchase a command car or j ego to quickly transport this unit across the 
cprremapcr load itontoatankor armored car frcrnanothe'formdtian. Each incSvidud unit 
( pi dtoon or company) hasa leads' dttached to it Additiondly aformddon ( pi doon or compa- 
ny) hasa leads' vWoo is physically dttached to the"CT unit (BO, CD, and so on), and aoorrpany 
is placed unde - aleadst Units AO, BO, and so on, areoftm rdsTedtoasCorrmand unitsThe 
Leaders function isdescribed in moreddtdl inthe"Leaded' section, starting on page 18 

To view v\Lidt units are in a formdtion, Idt-dick on the formdtiorfs name in the Sdect 
Formdtion menu in the rriddleof the screen. The farrndtionstdcistics appear and dlowyou 
to choose the units withi n thdt formdaon. 

Rn te e^edfic Eqti prat 

Afts" you choose the equipment 
and formdtions you want, you 
may select a spedfic tank or 
infantry formdtion from this 
mmu if more than one type of 
equipment islisted. VWoeeinthe 
pre/ious mmu you may hae 
sdected aTank PI t formdtion, this 
menu could dlo/vyou to choose 
bdtwem M60A1 Rattan, M60A3 
Rdctan, or Ml Abrams tanks. The 
choices arebased on equipment a^iladeto thdt typeof unit dt thdt point in time 

To buy the formdtion, Idt-dick on Buy Formation. If you purchase a formdtion try mistake 
simply Idt-dickon its name on the riejot si deaf the screen. Thdt formdtion is then dddted 
from your current I i st and the bdtd e poi nts restored to you to purchase anothe - formdti on. 

Purchase these units with somethou^dt toward vs'sdti I ity These are the units thdt aregoi ng 
to be with you throuejo the rest of the campaign, if you can keqo them dice! 

OncEyou tae finished purchasing your Core Units,. Idt-dick on Dono. Thebridingfor the 
first bdtle is displayed — Idt-dick on thearrews on the ri^ntsideof thetset pand to scroll 
throuejo theenti re bri di ng bdore perdnasi ng your Support Units. 

Choca ng Seaport Urtts 

You are new ready to buy additi ond Support Units Uni i he Gore Units whi ch go f romsemari o 
toscanarioin acarrpdgn, SLpport Units areonlyaeilddefortheaurrent scenario, and ne/v 
ones must be purchased dt the start of each new scenario. Also tNs is vJnare you may be able 
to purchase asdd strike dements. 
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MrKintHt Sifport Uhits 

Orchanoe sections and arrrm trucks prod de anrruniti cn resupply to units which are adja- 
cent and rrtc>ntiy suppressed. The"larcp'" the weapon on the unit bang supplied, the si cvv- 
e therdteof resupply 

Arrrm durrps are i rrrrobi le tnits that can nae - rrtx^or becarri ed whose pri mary function is 
to resupply units i n thehec vyth it A unit i n thesarrehecasthearrrmdurrpthd: nathe moucs 
nor shoots for attrn and is not too stppressed is stpplied with twice the arraurt of arrrruni- 
tion pno/ided by an arrrm truck. Fud drops are identical to arrrm dtnrps eoqnt thd: the/ 
prauideno resupply. I f an arrrm or fud dtnp i s destroyed, ary obj ecti \ss i n the hec terns neu- 
tral. It is more productix^ to capture these units by rro/ing into the hsc with theon than 
destreyi ngthan If destroyed, the hecbecrrrEsirrpassablearnd all unitsin it aredestrcyed. 

HQ units can resupply fud like a fud durrp, but do not ecplodewhen killed and pro/idea 
morale bandit for all friendlyunits vythinfi\^hs€S.Thisautamd:ically reduces some sup- 
pression st theend of attrn for units i n rarncp 


AttoD^loy 

Allcwxs theoorrpute to dqnlcy your forces automdzically for aquicksdtupaf theganne If you 
chooseAlltO Deploy ittatesyoutotheDqolayscreentosha/vyau wheethecrrrpute placed 
then If you are not satisfied x/\ith x/vheethecorrpute placed your units, Idt-dicktosdecta 
unit, then Idt-dick on the hsc you x/\ish it to start in. 

HlitbiD^Icv 

Al lews you to dqolcy your foroes manual ly Seethe"Manual ly Dqdoyi ng Formdtiord' section 
on the nect paepfar more i nforrrdi on. 

SaueGarre 

Al I cw\s you to sa<ss your aurrent st the dqol oyrrent phase 

QLitD^nloy 

Goes to the Start Game Menu. 


Ship units are"Off-Map('arndprcMclebarrbardrrent rri ssiarns when in radio contact Snips are 
least likdy to ha^a command link due to difficulties in ship to shcrecrnTrunicdtiarns. 

Special Note 

* — Asinc|easteisk (*) ate a farmdti arts name in the purchase cd urm indicates that it 
requi res a xdnide such as a truck or APC to transport it 

Shi ps and a reat are denoted as"Off-Mapf ' units. This means the/ are not rqoresanted phys- 
ical lycn the bdttiemapi A Command unit (AQ BO, and soon) actingasan artilley spotte 
radios in a hec location for these Off-Map units to attack. Ftdd" to the "Indirect Fire Basics' 
section on pacp 13 to see ha/vthis works 

Once you ha^ finished purchasing your Support Lhits Idt-dick on Don6.>ibu are read/ to 
dqol cy your troops 



D^dcynwt 

Dgdcyingyour faraes is an art in 
itsdf tha can wi n or lose the bd> 
tiefor you.Thecrrrpute can pe- 
fiorman ajtorrdncdqolcyrreltfcr 
you if you are in a hurry but you 
rra/ vy sh you had cbrneit yoursdf. 


Exit Game 

Exits to the Opening Screen Menu. 



Unit Name 
Stance 
Status 


Deployment Controls 


Strategic Map 


ivfemdly D^dcying Fcrrnaticns 

When you chaasetoclqdcyunit5"ty hand, "dl the units start at oneedgeof the mapxdqoending 
on thescenaria Tte Headquartes unit AQ is theactix^unit and isthefi rst unit to bedqdcyed, 
unless arnotfe' issdeded fcyyou. Dqd eying units isassi rrpleasldt-dicki ngonthehecyou wish 
theunitto bein a: tfescena'icfs beg ming Afte you placEeach unit theoorrpute aJornanca- 
lysdedsthenect unit uriesstheSiftke/ishdd down whilethe unit is placed. 
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l^dQinartQrtrds 


Deploy Enti ne Fonr e ticn (v\Ktearra/\s) 

l uayi II Thsallcv\syau to dqolcyetirefcrmdians in onedtroke Example To plaetheentire 
’ I "B'farmd]an,sdad:aneaf theunitefirrrithe"B'fcrmd]an (BQ Bl, BZ and soon), and 
then ri^t-dick an thehocwheeyau would liketo cede - theeti refarrrdnan. Ncwldt-dick an 
Deploy Entire Formation button to haetherennar«rgunitsdqdcyaraundthesdeiBd hoc 


Goto Nadt Formation 

» Thee is also a Go to Next Formation buttcnallcvurgycntocpickdycydethrauch 
your listfarmdLian tyfarmdaan. 


Goto Raster 


Al lews you to via/vthe names of all of your formdian leades, g\es you a list of all 
your formdnons, and vtoich unit istheacti ng headquarter unit for each formdnon. 


Goto Nadt Unit 


Sdedsthe noct unit i n theorda - you purchased then For o<arrple goi ngfrom unit 
BltounitB2. 


Goto Ftoa/ious Uhit 


JBI Sdectsthepna/iouslysdactad unit in orde" of purchase 


RndOrrmtUhiton Mfep 

This control centestheBdtieMap on thesdected units hoc This is usdril ifthe 
ifr*** rrap has been scrollada/\syframtheacti\eunits location. 


Reflan B miat t m t 

T j Brings up the Indirect FireMenu wtnee ho<ES can be tarred for ard I ley Indirect 
E *-~’ 1 1 Fi rewith HE, smoke or d este - bomb munitions, dqoendi ngon thee-a Any unit with 
a radio thdt is in contact, and whose formation HQ is in contact can designaea hoc for 
arti I ley and/or planes to atack. For more information seethe"! ndirect Fire Basicd' section, 
starting on pacps 13 in the tutorial. 


Precpmelnciredt Firerrissicn tarots are handled drffeentiy than during a cprre Thee is a 
Priori ty targdt hedoutton on thel ndi ret Fi re menu which al lews you to presdt ho®s which toe 
been "aroed-irf' prior to thebdUq and whaeartilleyfi recan beshiftedtoduringabdtieano 
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additional cost in time To useTargiing Priority sdectho^s on themap new whaeyou think 
ynurricj'twernttocall i n arti 1 1 eyor air strikes; Idt-dickantheTargot button dte"sd add ng each 
hoc Each hoesdedted coritai ns a nurrba" denoti ngthd: hot’s "priority" i n addition to theTegdt 
icon symbol. The nurrioa" of pre-targdts aaiableisbesad on them ssi on and thesizeof the map 

Once the game is unde - way fire can be real located to a priority hot duri ng an assigned fi re 
rrisaon by going to the Indirect Fire menu and Idt-dicki ngon the priority hoc Afte - you 
sdeetthehoc Idt-dick an therrunitionstypefor each weapon ( HE, srnokq or duste - , if a^il- 
ad^ thde you want assigned to di red fireframtlodt rrnssian to the na/vtargdt hoc 

LoacV Board Unit 

mr> Mounts or dismounts i rifantry or arti I ley units from tanks, vdnides, bangs. The 
capadtyaf diffeent \^ni descries; far otarrple sorrex^nidepIdBoanscancarrya 
rifle platoon pi us a hea/y weapons team 


Asagi Guiront Unit to Na/vHQ 




Asa gns the current active unit to a formdi on sd acted ty Idt-dicki ngon it. 


GotottneGbjecbveArea 


□g 


Shi fts the Bat! e Map to cente - on the Vi dory Gbj ecti veof the acti uni t. 


Entrench All Units 


If you are playing ina"Ddend” Mission, all of your units autcmdzically start thesce- 
nario entrenched. 


BLild ivindnelcfey Barbed VMr^ and Dragon Tedth 

Irt j I Allcws you to place mines, barbed wire and Dragon Tedth you tae purchased. 

I Dragon Tedth are anti -tank obstades. 

Show Unit \/isi ka I ity 

Shews the current units Line of Si^nt (LCS) or visible ho<es thdt it can see in the 
■Yr direction it is fad ng 

Zoom In 


Magnifi es the Bdti e Map 
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Zoom OUt 

ITecreeBEsthenggiificdianaf theBdtieMap 

deer Dark and Sirnkein Hbc BUtbon 

Q ears the Bdti e Map of any shaded or smote-fi lied hs^s for butts' viewi ng of the 
LJ terei n. Thi s button tocjj es smote orV off. 

Sane Game 

I j jl Sa^thecprredcurraTtdqdcyrnBTt Email gmesaresa^d haealso. 


GotDtheVfepcrs EncydopscSa 

. v jf\ Cpms theXAbepons Encyd opedi a v\ha~e i nformdi on on weepcns and uni t5 i n Steel 
^ 1 PanthefbII I : BRi»\DeCaviMANDcan bevia/\fid. 


HstsiclesOi/ Off 


TogcJ es Bdtl e Map hssi des on or off . 


Set Objectives For Fonr e tion 


fW 


VM th a unit sd acted, I dt-d i ck on thi s button, then sd act the hex to betheforrrdti arts 
objective and Idt-dick thereto piacetheobjectiveflagioon. 


Load All Units I nto Closest Vehicles 

(*£ Thisatntrol isfcr quickly loading units capableaf transporting athe - unitssuchas 
__l infantry or arti 1 1 ay 


Set All Units Objectives 


4 


This control sdzs the objective far all units in the dqd eying force to thecurrardy 
sdactad hsc 


ChantpSfencefar Formation (yellat/varra/us) 

[ M an II Thi s button tocjj es thestancef rom Defend toAdvaflCG to andbackfarall unitsinthe 
• ! _ 'I dqdcyingforoe 


| Exits back to the DqdcyrrBTt Maru screar wheethecpmecan besaad prior to 
I turnone Ldt-dickingontheQUIT DEPLOY button proceeds to the Campaign Start 
screen. Ldt-d i eking on theSTART TURN button beg ns turn one Good hunting! 
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Uit Cbrrmand Serosa 

This screen displays the most 
oorrplde ddails about the unit, 
its weapons, and its leader The 
Chit Command screen is reached 
by riejnt-di eking on an acti\^ 
unit which is currently on the 
Bdtie Map. This screen is also 
wheaynu can configure the unit 
by chang ng 


♦ whd: the units name and type is, 

♦ whd: the leaders name isy 

♦ whichweeponstheunitisarde'edtousq 

♦ whdtha'itfiresinsin^earautofiremode 

♦ the ranc^dt which it fires during an opponents turn, and 

♦ itsstanoe 

EhitGorfigraticn 

Four areas of te<t appear in g"e3n whan you first open the Chit I mformdii on screen: the unit 
name appears in the pope - Idt aorna - ; the units weapons are listed unde - thdt; aboe the 
armor diagramdtthebottamaf thescreai arethreelinesfar Single/ AlltO Rre,Set Range, and 
Stance; finally the unit leaders name is displayed benedth the fi I e photo. Movi ng the pd rntm 
CM3T any of these areas causes a pop-up wi ndcwvto appear which prompts you for any chancps. 
If the unit isaformdian HQ unit, thd: is, its designTion ends in a "O' rdtha"than anumba", 
tha"eisafourth lineunda" Stance. It readsChange this unit only until itisldt-dickedan,then 
it tagejes to Change whole formation. \Mhthis option, any changs to Single/ Auto Fire, Set 
Range, and Stance can be i sol died to theaorrmand unit or made to dYect al I suhsi d ary units. 

Urtt ftmeancITypE 

Ldt-dickingon the unit namecausesa pop- up dialog bcK to appear wheayou enta" the units 
new name Pressing the FBCke/ dears the dialog bcK, pressing Erte" sa^s the unit name 
Nets Chits can opadzewithout names, dthauch this mates unit ideTtificdian rroredifficult 

Leada~Name 

Ldt-dickingon the leaders name causes a pop-up dialog bex to appear w/haa the leaders 
na/vnameisarta'ad. PressingtheESCke/dearsthedialogbcK, pressingErter sa^s the unit 
name All thdt can bechancpd of a leaders ideitityisthenarrp not the rank. Leadascan also 
opedtewithout names Note The rank of a leada - can only bechanged insceTariasyoucre- 
devyththeSaaTarioEditarantheDgdcyScrean, usingtheEdit Unit Data control. 
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Lgria'l ifti 1 1 ULi cri Sadden 

The leaders name and rank is listed aboe his ability scores Ibr: Ftdly I nfantry Ccrrmand, 
ArtilleyGorTTmand, Armor Gorrrmand, and the I cade's score in kills. Hicjn number are best. 
Ftallyisho/vwdl leedescan rally units, I nfantry andArrrar rdLingsdTecttheleade's chance 
to hdp the unit be more aceLrde when di recti ng the fi re cf I nfantry and Armored units 
respectiv^yArtilley ishcwvaceurdLetheleBde is intargddng Indirect Fire 

Wtepcns 

Theweqnon(s) thermit is equi pped withfromcannonsto rradni negLns and srrd I arms we^oons 
for infantry Usually one main gLn type lor vdnides ary farm of rrisile weapon, and seeal 
rmachi rneguns erel istod. \Ahen Lnitsfi rethe/narrmd lyfi reel I aeilablewieqoansif qopraprideand 
in rangq but this can be dteed. Tanks far ©(ample do not fire AP amrLnition d: an irifartry 
squad, but w^llfireHE if the/ arecarrying it ArrrriTdticnsLpply is listed acroEsfrorntbewe^oon 
nameinthisarde: rounds of HE,raundsaf AR rounds of Sdoat(spedd APanmnjnitian), rounds 
of HEAT (hiche<plaa\earti-tark),arritherrradrrLjnnh9<rancpthew£Bpan can fire 

OorfigTingWfapms%aars 

Oneof the most pcweful fedxres of the Unit I nformdaon screei istheabi I ity toaonfiguea unit 
to fire some but not all of itsweqoons Mcxethepointe' o^'theweqoon name and amessacp 
prompting you to chancpthe weapon from activetoinadtive(arvicev«sa), appears dzthetop of 
thescregn. Ldt-d icking an an "adti\^' weapon causes the line to turn red. The unit camot use 
thisweqnon unless thestdus is restored by ldt-dickingcnthd:lineaseaondtimq ro/var sub- 
sequently A si n^e weapon can be sdeded to fi re fcy pressi ng Wand then the weapon nunbia'. 

Sn^e/AtoFire 

This aontrol tagejes the unit bdween firing anoe with d I active weapons, orfiringdl active 
weapons until dl aeilableshots haebeen fired, theenemyrdzreds, or thefi ring unit isfired 
upon. Anto fi recan dso be i niti ded ty rieft-d icki ng on thefi re button when the'targdf ' rdr- 
ideappeBrscKe" an enenyunit. 

SifcrKp 

This range is the ranepd: whiich this unit may eicpge the enemy during the athe players 
rroennant phase For ©(ample when sdz to 7, eneny units w/ithin sen hses ma/ be fired 
upon if theeare shots a^ilableand suppression is not too hi cjn. 

Sterne 

Thisto^es bdweenstancEs: Advance to, or Defend .Theeisdsoahscnumbe which isthis units 
nn^ementciq active SeBthe"UhitStanod'sa±i an, darting an pacp24fcracormpldedescripti an. 
Note This option crtyfunctianswbientbeControl option is tagged an i n the Prdeences screen. 

Qa^TWslMt/Wh tefairBli ai 

Thistag^eswbidtha' chants in rancor stance dbect just the unit displayed, ordl unitsin 
the formdLi on. TNs is a quick we/ to make these chancps i n larxpfbrrmddans 


Oths" Unit I nfbriTEticn 

Thefdlaw/ingirofarrmdaan isfixed ty Steel RwthersI 1 1 : Brj cjvde Gcmmander ddmbasefar the 
scenarios and campaigns which haebeen inducted. For scenarios thdt you crede someof 
thisirnformdtiancan bechan^d usingtheEdit Unit Data option found on the Deploy screen. 
Seethe"ModifytheCurrent Units Ddd'sectian, starting an pacp70far mDreimfarmdtian. 

MnamtSMiE 

The curent rroereit condition of the unit isdisplayed bda/vtheunit name For ©(ample 
Pinned, Qjg-ln, Entrenched, or Fteady and the units speed in MPH if it hasrroed. 

CHQLink 

Cdrrrmand Cortrd nqnresalstheLnitsabilitytnfalla/vcidesandisclenendetantinecontad: 
it has with theformdiicrls I ead uni t. Units aredthe i n or out of contact . A unit I oses contact with 
theformdtianunitHQif itisnatadjaceTtoit unless it is equipped with a radQ in which caseit 
dterptsto mai rtai n radiocontact. Example you haeaaorrparyof fivetank pldzoons ( BOto B4) 
without radios and theourrent active unit B3 is 2 hses a/va/from BO (thefarmdtian HQ unit) . 
This means B3 is out of cormrmandcontiol.CdrmnnandcDrtrd dfectsaunitsabilitytomexeSeB 
the"Cdrmnnand Control and Crde73's3cticm,startinganpacp23far eMails 

HE / AP/ Stroke/ Sabot/ FEAT 

"HE" and' ‘AP" i ndicdewhidhethearmimunitian is"Hicfi Explosive' (to be used an "soft' nan- 
armored tarc^S), or 'Armor Pi end n^' (to be used on armored tarots) . Smote shd Is rdeesea 
doud of smoke upon ddondcion. Some tanks rra/ also carry thefdlcwing ammunition. 

♦ Sabot — Ftqoresentsspedal armor pi©dngrounds,suchasH\AP,fin-stabili^d, orsirri- 
I ar rounds i nd ud ng dqd dted urani um 

♦ HEAT — Hicjn ExplasiveAnti-Tank rounds which useaoncentrdced hed: when stri ki ng a 
targdz to burn or mdt throuejn its armor. 

EnpaiaiQB 

Expeience points rrEBSure a units past peTcrmanae in bdtieand influence the r pefor- 
mance in current bdties Expeienced units are less susoqotibleto suppression, haeabdtte 
chance to hit enemy units, spot enemy units bdtte, are harde to spot themsdves and dose 
assault tanks bdte. Thee are four basic levds, Q-een, A^acp Vdteran, and El ite Units cpi n 
©<peienceif ycxr ae pi a/ing a carmpdgncprre The range islOto 140 ©(peience points Elite 
units for ©(ample are units whiich haeos" 100 ©(peience points 

Morale 

Thefi canting spirit of the unit The units rnorde determines hew much suppression it can 
stand bdare it chants stdtus from Fteady to Buttoned, Pinned or rdtredsor routs 

Derrs^ 

I ndicdzes damage taten ty the unit for infantry this is measured in casualties one man pe 
point, for fud chimps, arrrm chimps, headquartes (HQs), hdicoptes, and dredt it isv^ri- 
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able for Glides damaged mEsns destroyed. The amount of darrec^ points an drcrdt can 
withstand isequal totheDurability rdLirngfajrndetheintheErncydopedialistirngfarthespe- 
aficaircrdt, or b/dickingon the'EEyd ioon (Show Data button) intheBorrbard menu. 

Speed 

The current rdted: v\Tnich the unit can rrcx^ This is hcwv man/ ma^ment poi nts are a^i lade 
each turn. For more irnformddcn, see the"Mcx«Tent Cast' section an pacp 12. 

Mm 

The numbs - of mm intheunit 


EqLipmert: Canned 

The units carried equipment, which is usually irnfldsblerdts. Most infantry carry irnfldable 
rdte with them To use the rdts, simply mex^the unit nsettoan dl wdzehscarndthenldt- 
dickanthedl-wd:e hsc The unit icon turns into a rdt Mcx^the rdt across the ri\^". To gd 
off the rdt, mex/etherdt orntoapartid land hsc PI ease note thdt infantry only carry arnesd 
of irnflddderdtspe squad. 

facial Ability 

Aryspedd ability the unit has is displayed, such as eng nee, reem, arfastrespanseartilley 


Racfo 

Units vwth radios areabletosta/ in contact with the lead unit. Contact, ethe physical or by 
radio, is naoessary to corKe/ordes. 

FireCcrtrd 

The Fire Central rdti ng can prex/ide a substantial bonustoaunitsabilitytoNttyirrprcMng 
its accuracy. Tine Fi re Control rdLingis multiplied by fixe and added di reedy to the accuracy 
rdti ng for the unit in question. This nurrbe isthen modified by the speed of the firing unit, 
thespaedofthetargd, and theleade's command rdcingforthdt kind of unit Units must also 
pass a "Fire Control Test" or suffe a reduction in accuracy of cp to 50%>when firing missiles. 

Sze 

The measure of the units si I houdtesi ze Larcp units areeaeie to spot and hit Infantry squads 
arerdtedasaX dtackhdiaopte"sd2and main bdtletarnksd5. No object islarcpdlnan 12. 

GoSt 

Thex^lueof the unit in Bdtie Points in this scenario, used for cdauldirng victory 

V/iacn 

Therarncpin he^sthd a unit cans see winded" the current visibility sdting Rdirncpabcx^ 
5 al so al I o/v some pendtrdi on of smoke for thd uni ts LCB 

Carry GoSt 

Tbisrdingrqaresentstheaost, wTnen mBasu"edacpinstcarryingcapadty to carry this unit 

Carry Capacity 

This rdi ng rqnresents the ability of tins unit to transport othe units. 

flmrr DiExyam 

The front side and rear armor protective values are displayed for both the turd and the 
chaesis wtnee applicableThe nurbes in red around theturrdt diagram si cpifythd this isan 
open tapped \dni dear thd it has no armor cx^" the top of thex^nide These units, once hit, 
are eaei e to damage or destroy esped al I y by arti 1 1 ey fi re 


GanpagnScaneno FfesUts 

A less nearly always endsacam- 
pdgn.Cthe"wisptheearerrinar 
and ded si \e victories. VUnen each 
scenario ends the I e^ cf victory 
is displayed, along with losses 
suffeed by both sides, on the 
Bdtie Bqoort screen. 

ThePlayer 1 and Player 2 buttons 
d the bottom of the screen ds- 
pla/afind look dtheUnit menu. 

TheContintlG button first displaysarypromodonsduetosqneiencecpi ns and leade"rqolace- 
mants.This isfdlcwed by an opportunity to sa^ the cprne Findly ascrean appears wtnee 
you ha^the option to rqndr damaged units and cpg"ade equipment based on Bdtie Points 
a/\ardsd ly thescenaria These points are shewn d the top of the unit list on the riejnt 

Pressi ngtheFi X Al I button si rrply 
rqoairs all dama^ with the 
paints amiable The a/vitch tog- 
gles bdtween Fix mode and 
Change mode in Change mode 
Idt-dicking on a formdion 
opens the CHANGE UNIT MENU 
wtnich opedees in dl ways like 
the Purchase screen ©<cq± thd 
units of one dass cannot be 
changed into units of arnothe. I n 
othe words, an armor unit can- 
not be turned into arti I ley or infantry dthou^n HQ units can bechangadtoarytype 
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D^mJZCETvir^KK. 

Steel RwthersI II : Brioxde Command dlows you to choose your awn equipment and quickly 
crede your cw\n bdti es wi th the BdU e Gene"dor. You can choose to pi a/ acpi rst the compute" 
or a friend, choasethend:icndities sd theyear and month thebdileocours, andthesizeand 
typeof bdUeyou wish to play 

StToqaQri ity 

In orda - to chancpthe troop quality le^, a/vitch the Country Training a/vitch in the Realism 
Prdeencepand "Off."UsetheLp- or down- arrows to mate adj ustmmte or ante' a val uefrom 
30to 120 dte ldt-dickinginthenumbe"fidd. 

The pri mary dfect of adj usd ngTroop Qual ity i s to alte the cost of units thdr you areassi giad. 
S rrply stded, the hic^ne - you sd the Troop Qual ity the more Bdtl e Pd nts the unit costs on 
the Purchase screen, so thefewe" units you areliteytoc^:, howeve, keqn i n rrindthdc these 
troops can be significantly bdte troops! 

S=tQha~ Ftda^etES 

Sd ary cthe options on the Prde"enaes screen to rdled how/you went to pi ay the scenario 
Note: Sdti ng Mines to "Cff" may nullify sorreaf theeneny acterntagein a bdHewheeyou 
areontheaffansix^ Ldt-dickantheB(it button to continue 
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Sdodt a Qulry 

Theeareoe" forty ndcions you can sdedfor soanarias — bydickingananeaf theFlagbut- 
tone you can choose to play: the US Army US Mari nes, Germany Lhited Ki ngdam AN2AC 
Finland, Canada India Italy France Japan, Hungary BdgLrrn So/idt Union, Rumania, 
Ndha'Iands.YUgada/ia Roland, Norway China or Greeoedjringthepa'iodof 1939to 1915. 

Froml916tol999thefdlawlngndiansareaeilade United Sizes, the United Ki ngdam Frame 
Germany Bdgi_m the Ndha'lands Norway Audrdig Canada Danmark, Italy Spain, Greacp 
Turkey Pakistan, Ubya I srad, Jordan, the Gulf Sties, Egypt, Syria Iraq, Iran, Mujdnadean, the 
PLQ I ndia China North Korea South Korea North Vidnarn South Vidriam “lawen, Japan, 
Ftussia East Germany Roland, C^chosloekig Huncpry Ftamanig and Afghanistan . 

The Bad and Green "ndiand' rqoresaT "ganedd' East doc and V\£st doc ndaansfcr cpneied 
scanarias. Ageen licJTgoeson cxe'thepoeitianthdLandiiornalityisbdngchosenlar, PlayQ" 1 
or PI aye"2. 

>^rfarcEcan consist of equiprnantframrnorethananendzionality buttheoe"all dderri- 
nddonof nddandityisbasedanthefirst ndaanalitysdtingdnasan. 

Han/ar C£rtrcJ Sating 

Sx switches, three for each playe", ddterTi ne who oontrds each playe", purchases far each 
playe", and dqolqysfar each playe" — a human or thecompute". 

F/tgrSaknrfi on 

Sdect dthe" a pre- made map which you haecreded eerlie" in the Scenario Editor, or hae 
thecompute" bui Id a random map 

I f you haethecompute" gmedea random map you must sdect oneof three map si zes Smal I , 
Medium or Large. Small maps are long and narrow/ d 40 hs^s wide and 100 hs^s long 
Medium maps are 60 hs^s wide Larc^mapsarethefull 80he<Eswicleand 100 he«s long 

Sd~5/pecf EHJdeMssicrn 

Tha"e are three types of bdderrissians: Adxence Medi ng Encpgament, and Assajlt Using 
thefi \e buttons wi th gem arrows, you ddemh ne who i s on the dtack or on the ddense 

Your troops begn d onesideof the bdd did d, and the enemy on the othanThee are three 
equal sdsofVictcryCbjectixosinxoryingstdesaf contrd by dthe" side 
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Ackerne 

Onesi elds troops arethex^nguard of the r arrry and areto break throucjn aiary teTitory and 
capture ofcj ecti ves an theathe - side Enemy units are not atraTched to ddend the series of 
Vi ctory Cbj ecti xes, and the/ usual I y ha/e I i rri ted rri nes or obstad es aja I abl e 

AssaJt 

The aggressor's troops dttack an entrenched line of enery-ddended objectix^s TNs is the 
only type of soanari o vJnare the map can i nd ude beach terd n. 

SdlvtrtTi 

Choose the actud rrnnth thebddetakes place The months bdtvxeei Octoba - and Fdoruary 
may hae snow condi ti ons x/x/hi ch can dfed mo^mant rdes dqnandi ng on the I ocdi cn of the 
bdti e Thi s corrbi ned xdth the year and ndi anal i ti es ancpcpd dderri netheterd n type Use 
the up- and dcvx/n-arrcvx/ buttons on theend of thisdisplayto adjust thedde 

Sd^fca- 

Choose the year the bdtle takes place The ad I able years are 1939throucJn 1999. TNs is 
i rrportant as only units historical ly ad I ableduri ngthd year can be purchased. 

Sd: Wfcr Fedores 

Just bdo/x/theddecontrdsisabuttcn x/xhieethe amount of vaster inthehsccan besdtThe 

focr options are NO MAJOR WATER, theddault, RIVER (North-South), BEACH, and RIVER 
(Random) . Nats This button only x/xorks in "PI aye - Assaults PI aye - " scenarios, othan/x/isethe 
button does not function. 

SdLicJTing 

Bdo/x/theNAde" Fedurebutton is the U^Ting button. Thi saontrd dnancpsthea^all Mint- 
ing conditions far the bdtle x/xhich dfect x/isiNlityTheapticnsareNOON, NO MOON, HALF 
MOON, FULL MOON, DAWN, and DUSK. LicJ'tingdhe'than NOON reduces the I ad of x/isi- 
bility substantial lyfor units x/x/ithout enhanced x/idangear such as thaomal imagngor imacp 
intensifies. 

BLyUits 

If you chose the Manual option, you no/x/hae the opportunity to purchase your units This 
process is essanti ally the same as descri bed i n the"ChaoEi ng Care LJrni K' section an pacp 43. 
Therrdndiffeenceliesintvxoadditicrid buttonsinthelcvxe'-ldtcorne'itheMax Points and 
M i SSi on buttons x/x/Nch areaaa'ed i n the"Maxi rrunn Foi nd' and "Mi ssiorT sections, starti ng 
on pacp99. 


Urtt Claeses 

Amr 

Formdions consisting of tanks, armored cars and otha'xdiidescEKa'edx/x/ith armor pi ding 
to protect then from enery fi re 

AHIloy 

Formdiansconsistingaf artillay and anti-tank guns, and sdf-propd led guns Mary of these 
units do not normal ly rrtx^ on the r o/x/n, and reqJ rea sqoardexdi de i n orda - to transport 
then if thee is an astensk (*) dte"thar name in the purchase column. Allotments of ship- 
based shore bcrrbardrrent rrissians are also purchased hea 

li fatt y 

Formdions consisting of foot soldies carrying a rancp of x/xeepons from rifles and hand 
grenades, to b^ookas and fl ame-thra/xes. 

MadlaneoE 

Formdions consisting of hdicoptas, strike denaTts, half-tracks armored pesonnd carri- 
es, mines pi 1 1 bc&ces forts truck transport, barcps, anti-drcrdt guns and missiles 

Special Note: 

* — Asincleasta'isk (*) dta - aformdiorfs name in the purchase column indicdesthd it 
requiresaxdidesuch asatruck or APC to transport it 

NcteVWnilesdectingformdiansto buy thestdisdcs of the units appear. For ddinitionsof 
the stdi sties, seethe"Lkiit Gorrrrand Screaf' section, starting on pacpSO. 

FLtc±xeejs Specific: Eepipawt 

Afta - you choose the equipment formdions you x/xant you may sdect a spedfic tank or 
infantry formdion fromtNs menu . \Miee in the pra/ious menu you may haasdected a 
Tank Pit formdion, this menu could dlo/v you to choose bdx/xeen M6CA1 Pdton, M6QA3 
Pdton, or M 1 Abrams tanks Thechoi oes are based an equi pmeit ad I abl eto thd typeof uni t 
dthd pant in time 

The ndi aridity of units can dso bea/x/itchedto pra/idemoreoptiansaf x/xeapan systems. 

Select Formations 

You maydeddetoBuy thd unitorCancel/Exit the Purchase Unit Menu. 

UrttType 

F)i spl ays the ocact type of tank i rifantr y or d rerdt uni t you xdshto buy Thee are hundreds 
of diffaent types of units ad lade in Steel Panthers III: ESrioxde Command. 
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Urtt Cost and BUeekricnAn 

Displays unit irnfarmdion, hew much it oasts, and the Bdtie Pants you hae remaining Ldt- 
dickingon afarmdian in thepand on thericjnt causes itto beddded, and adds the pants 
back i nto your "bank.” 

IVisaon Button 

TheMission buttcxncpensawindo/vwithaiennncle'cif whotheapponentsarp wlndthedde 
is, whdthelocdion ip wind the mission issdtp scenario length, and visibility 

IVbdmfnFtirtsBUHin 

Ldt- d i cki ng on thi s button al I ocd:es the maxi mm numbe - of pa nts to bath si des. Thi s fea- 
ture onl y vcorks pri or to thefi rst purchase 

Vi an/ Map Button 

Al lows you to look d the tend n you arefi cjhti ng on. 

Nation Button 

Use thisoption to add additional forces from otha - ndicxnstothefcrcebdrgbajcjnt. Inthe 
screen thd appears Idt-dickanthendianyou wish to use and then Idt-dick an theContiflllG 
button. The units new di spl ayed on the Purchase screen are those of the na/v ndi on. 

Done 

\AAnen you arethrouch purchasing units, Idt-dick on theDone button. 

Qpio/ Foon^icre 

Auto Deploy 

Al lows theaorrpute" to dqdq/your farces autamdical lyfar a quick sdup of theepme If you 
sdedthis rrdhod you gntothedqdcy menu to see ha/v the compute - sd cp, and you ma/ 
still manLdlycfnarncpwhdthecDrTpute'cid. 

Hurai Deploy 

Allows you to dgd ay forces manual ly Seethesecti on "Dqdayment,"an pacp45, for rroreddd I . 

SaeGame 

Allo/\s you tosaeyour current cpmed the dqdoyment phase Seethe"Pla>/irngb/Ernnairsec- 
ti on on pacp 76 for Email cpmediredions 

Quit Deploy 

Returns the vi ewto the I rnte'phase screen wheeyou can saethi s bdtle pri or to beg nni ng it. 
Ldt-dick on the Start Turn button to go to theTasti cal screen and beg nthegame 


Player 1 Nation 


Set Weather 
Effects on 
Terrain 


Set Distance 
(in Hexes) Units 
Can See Unaided 



Player 2 Nation 


Mission Type 


Use Auto Deploy 
after Setting Start 
Lines Only 


The Steel Panthers III: Brigade Command custom Scenario Editor allows you to erode soe- 
narias from the gemd cp b/sdeding the month and year, terain, equipment, troop types 
andthar placements The I arepst ciffeenaes bdween the BdtieGenedar and the Scenario 
Editor is thd scenarios must hae both sidds forces chosen and dqnlqyed, thee is a goder 
degeeof central of thequalityaf units and leaders, themapscanbehea/ily modified or built 
fromthegound up the scenario can be used to build a campaign with othe - scenarios and 
thescenario must be saod and then loaded as etheascenario or as part of acampaign. 

As an ©cample Ids build asirrpleU.S Army adconce against the Russi arns If you own Steel 
RanthersI I: Modern Battles you should realizethdthisisthesarme scenario you built with 
thdcprrds Editor. This tutorial should goalcrgwa/todennanstrdirngthecharncps weha/e 
made increding Steel PanthersI 1 1 : Brigade Command. 

Sdodti ng l\di and ity 

The fird thing you went to do issd up wfno isfi ceding wtnarrn In the uppe - -ldtcerrne - d the 
editor, you can pick wfnich rndiens arefiefnting each othe. To pick PI aye - l'srndiandity Idt- 
dick on theflagundenedhtheheading"Playe' l,"thansdecttheUSflag Rqned the process 
for Playe^sdedingtheSo/idflagVbu haenewsi up the ndi aridities far this bdtle 

Sd'ifea' andivtrttn 

Nsctsd the month and year d the bdtie lnthelcwe - -ldt portion of the menu theearetwo 
controls; one each for the year and the month. The up and dcw\n arrows d low you to dnarncp 
the month and year to your choice For this ©cample we sdected the year "ISEEy” and the 
month of "Julyf' 
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Yfeit»litySdi_p 

Bdcwthe\fer and Mcxith control istheVsibilitySdtirngocritrd.ThiscDrntrd shews you hew 
far the units in you" arrries can see unaided. Use the cp and dewn arrews to adjust the set- 
ting For ©cample asdtingof 10 means thd all oftheunitsareabletoseecnlytenhscEsaAay 
and asdtingof 25 means thd they are ableto see twanty-fi\ahe<ES a/\a/ The units Vi si on 
rdti ng can exandde this limit sothde a unit with aVision rdingof lOcanseearrinirrLmof 
ten h©«s regardless of the visibility setting. For ncwsd:Vi3bilityto"20." 

E3Lyr II^dcyandAJDBLttanB 
Three buttons are unde - each PI aye - flag 

Buy Button 

a i eking on the Buy button displays the Purchase screen for thd nddanality whee units are 
bajcjnt vuth BdUePoirts 

Deploy Button 

Qicking an the Deploy button displays the Dpolayrrant screan with your units lined up 
acpi rst your back map edge See the"Dqd oy Forced' section on pacp 63 for ddai Is 

Auto Button 

aickingon theAutO button hastheaorrpute" dqol qy your forces and di spl ays this dqol oyrrant 
for your apprcxol or re-dqoiqymant. Srathe"Dqol qy Forced' section an pacp63 for ddtai Is 

Setert Mssicn~^pe 

I n the cppe'-CHTte' are the Mission Sdection buttons These allcw you to pick the basic 
Mission Type in Steel Panthers III: Brigade Ccmiviand : Assaolt, Advance or Meeting 
Encpcpnoant The dffeancE bdtween 'Assault' and 'Adxancd' is thdL the ddande" in a 
'Assault' rrissian isdug-inand both sides tae more arti II ay support. For new pickthe"US 
Army Advances vs Ftussid' option. Your scenario so far istheUS\a.theF*ussians,July 1365, 
and it isaUSArrryAdvanca 

Iv^oQartrds 

Select Terrain Type 

The editor allcwsyouto pick thelerain Type you wishtoficj"t in. You ha« three choices of 
map types: Desat, SLmmff, or V\/ rote". Fcr this bdiJeld^s pick, "SurrrnB".’' 
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Select BctteSze 

BdcwtheMap Sdection buttons are the BdUeSza Sdection menu. This maou only chants 
thesizeof thernapthebdlieistobefcxjcjTLpao.YouhaathechdcEfrarnsmBlI tolarcp For 
thi s ©carrpl e we pi eked "Srral I .” ' 

Select Feme s 

New its ti rreto purchase units far your bdti e Thetwo Buy buttons apeda i n thesamefaehian 
astheBdtieGaoedrr menu. Far ncwsdect the units far bath theAmancans and Ftussi are. 

ELilda FAgo 

Bdcw thelerain and Visibility 
sdtirocp are the Map Sdection 
options You may dtha" haathe 
aorrputa" build you a "FtandonT 
map or you can "Load" a saad 
map or you can "Edit' an ©d sti ng 
map which has already bran 
loaded. For this ©carrpl ejust pick 
build a "FtandonT map It may 
take the aorrputa" a fs/v seconds 
togaoedathemapOncBit is done Idt-dickontheEdit button. Nate Gaoe"ding a random 
mapmayalsoalte'thevisibilitysdtirog 

Basic Map Ecfiting 

You na/vtaea randorriy-built map You can dtha" accqot the map as it is, edit the map, or 
dem the nap and start from serdtdo. To edit the map, you first haa to sd act ateraintileyou 
wish to add. On the ricj'tsicleafthescreaoareadladete'rain icons you can choosefrom For 
moredescri ptions on the icons, pleerarda'tothe"MapEdtirogCdrotrd^'sectianan pacp64. 

For new Id's add some woods. Ldt-dickontheAdd TREES to hex button, than pickaspoton 
the map you wish to add trees to, and Idt-d ick acpi n. A tree hsc has new bean added to your 
map New if you ricf't-dickan atec thetarain type is added not onlytothesirocjehscyau 
just dieted an, but also to sixscrroundinghecs. This allcwsyouto quickly add larcp amounts 
of tenaintothemapYou may newdothesamefor most of theotha"ta"rain buttons 

Maki ngroadsand streams worksdffaandyLdt-dick on theSecondary Road button. Ncwldt- 
d ick an the map whaa you vush the road to start, than Idt-d ick acpi n an the map v\he"e you 
v«sh the road to and. Becardul not to mate wy sharp curves or terrp astheaerrputB" may 
haadfRaultyirtaprdcingthisTherrddnod isthesarrafor making paod roads and streams 
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If you vush to start from scrdtch, Idt-dickontheCLR button. V\&ming!Thise"aBestheeTti re 
mapofall itsfedxres,sobesureyauwanttodothis,arsaethecLiTeTtmBpfirst. 

Tosaeanymapyou makejust Idt-dickontheSave Current Map button. Ldt-dickonthe 
Quit button go back to the Editor Menu. 

For rroreoptionson map editi ng seethe"Map Edti rgControl^'sectian, starti ngon pacp64. 



Opko/ Forces 

No/vthd: both the Arrm cans and 
Russians hae units, its time to 
dqolcythem BdcwtheBuy but- 
tons are the Dgdcy Options but- 
tons Deploy and Auto. Auto allcws 
the compute" to sd the units cp 
for each playe" automdically The 
Deploy option allcv\£ you to sd 
theLnitsanthemap For no/vldt- 
dickontteDeploy option. 


TheOqolcyscrea'i iswhee you can place your units on the ESdtleMapYodll notice thd the 
units for both the Russians and Arred cans are an bath thesctrereldt and ricj"t sides of the 
mapdbu arefreetosd Lp the units on the map as you see fit. Also you ma/ modify Victory 
Objectixeflacpaswdl. 


For more options on dgolcymaot and unit editing seethe"Dgolcy Scram Control^' section, 
starti ngon page 67. 


SetlingtheMrrberafTims 

To si the numbs - of turns inthesceoario press the pen od) ks^ on the key/board vtioilein 

theDEPLOY scrffln.Apop-LpdialagbcKappeBrswheetierraxirrLmleTgthafthisbdiieissdt 
The cprre does not neessarily end an thd turn if ndtfe"siclehas dearly achieed victory 


^ingSwaicB 

At thispd rt, you haefinisfed makd ngyaurscHTariodtxj can ro/vsaeit by gai ngtotheSenario 
Cpti ere rrBTudc the bottcrnof tie Editor rreTU.Thaearetwo buttons Ldt-dick on Save to sae 
thescHTarioyoL/xemadeTheLOEd button laadsanedstingscH'iario and allcws you toedtthd 
semario BeTeTbe",theseoptionshaenathingtodovMthloadingorsa/ingarTBp 
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Bdti ng C£rtrcJs 

Steel Panthers 1 1 1 : Bri «\de Command al lews you not only to pi a/ an reel isticterai n maps, but 
alsotocredeyour cwn.Tocredea mapfromscrdchar edit an eddingmap sdedthete"- 
rain tiles you wish byddt-dicki ngon them then ldt-dickingv\heeyou wish to place them 
on the ESdtle Map 

Nets Besuretosaeycxjr maps whilecreding and once you haefini shed eroding them! 




Wterlarain 

□ Sdects all-wde" terai n with surroundi ng beach. Thewder dqdh can besd to one 
of threesdtincp: Oforshallcw/wde', lfor wder, 2 fordegowde". 
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Trees 


Sd acts wooded terai n, cmsisti ng of dense x/xoods and hea^ brush. 


Wiiert CncfETaran 

i». Sdadsx/xhedzfiddterain. If theTree TypetogcjeissdctoPalm Trees, theithisplc 
M riaepadd as instead. 


Grem Crops Terrain 


Sdacts genehc geei cropfidd terai n. 


High Grass Terrain 


Sdacts hi cjn cpaes terei n, rqareseiti ng wild or hicjng-ass and brush. 


Village 


Sdactsax/illacpteraintile Qffeent buildings can bex/iewed b/ldt-dickingonthe 
hsc until the bui I dincpyau x/xent appear. 


Urban 


Sdedsanurbanterain. QffeeTtbuildincpcanbex/ia/xedbyldt-dickinganthehec 
until the bui I dincp you x/xent appear. 


AddTecttoHst 


0 


Thisopeis a pop-up dialog bcKX/xheecp to 15 characters can beeteed.Thetst is 
ceteed inthehec. 


Creetea Secondary Road 

ji) j Ldt-dickanthehs<esv\beEyaj vyshtheseindaryroadtoorigndLeandeTd.The 
g 3 Te"d:ed road \/x/inds bdweei these tvxo points. 


CreEtea FVi mary Road 

■ HI Ldt-dickcn thehs<es wba'eyau x/ush the primary road to origridte and end. The 
S “I cpTe"d:ed road winds bdwem these two points. 


AddaStripcf Beach 

■ T Tcrnshalf of the map into an ocean area with a beach. TNsfedtureisusd'ul inmak- 

' irgarrphibious assault soman as. This eases pre/ious terain. 
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te a nat 


Plaoes pa^rent i n a hsc 


Conuet Strea m s to Rivers 


r ; Ccnxe'tssd sting streams intowi derives. 


Beach Terrain 


□ 


PI aoes beach terain in ahec 


Add Lief* Damagetoan Area 

Addsshdl hdes and damaged building in the area. 

Add Heayy DamagetoanArea 

s«0 Addsasignificantnurrba'af shdl hoi es and damaged bui I dings in the area Adding 
~5 le^s of damage by Idt-dicki ng multi pleti rres can credea I ic^itly burni ngto hea/- 
ily burning hsc 

Craetea Qty Section 

g£j | Credzesalar^areaaf rri>ed urban and vi I lac^he<EsTNs button allcwsyou to bui Id 
~***~ aties quickly 

TneeTypeTagcfe 

m locoes bdwem terpe"de and j unc|e xegddi on vihm adding trees and 

L~ fiddstothemap Addngtrees rrust be done using the Trees button and 

adds rri >ced forest or pal mtrees. The Wh eat Field/Rice Paddies control addsricepaddiesvx/hen 
thejuncjesdti ng is actixE and x/xhed fidds vtei theterpedesdti ng is adixE 


Fill in Area xAithCLrriaTt Terrain 

KfTml Fills in an area x/x/ith the ccrreTtiysdectBd terain. The area x/x/idth can be adjusted 
’ x/x/iththeSet Terrain Fill Range button, described bdo/v 

Sdt Terrain Fill Range 

m Dderdnestherancpaf he<esto befilled inx/uththecurrerdysdaded terain. For 
example asdtingaf"3 , 'fi I Is ina3-hscrad usd rdeof thecurreidy-sd acted terain. 

SaueM^) 


Saues the current map 
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SeHingRtlreEt FYicrity Hees 

\Ahile i n the Edit Map screen, press O to sd: the current hex as the rdcred: Priority Hex for 
Playe - 1 press 1 to ad: the current hecastherdredt Priority Hex for PI aym 2 

SdtjngRarfonBTBtHscs 

I n theEdit Map screen, press keys 2- 5 to ad: the current hex to bea PI aye - 1 re nforoerent hec, 
press keys 6- 9 to sdc the current hsc to be a PI aye - 2 re mforcement hex. 


r9f1cy5jimnGrtrds 

Thefd lowing controls are all active on the Ecltor's DEPLOY screen. These controls are more 
sctensivethan thosefound in theBd±leGene"dur or Campaign DEPLOY screens although 
man/ of then sene the same functi on. 

Deploy Erti re Formation 

toan ll This d I cwsyu to dqdo/enti refer rrhdans in one stroke ExarrpleToplacetheentire 
I "B" formation, sdect ore of the units from it, and then ricjnt-dickan the hoc where 
ycuwouldliketocente'theenti reformation. Ncvvldt-dick an Deploy Entire Formation button 
(or press A on the keyboard) to haethe remaining units dqdcy around the sdecbad hsc 


GotoNadtPor me tio n 



Thee is also a Go to Next Formation buttcm allowing you to quickly cydethroucjn 
your listformdnon byformdjon. 


Goto Rosts' 



Allcwsyouto view/the names of all of your formddon leedes, gves you a list of all 
your forrrhnons, and which emit istheacti ng headquarte's unit for each formdnon. 
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UitStHbLELigt ftrri 

HQ — An H in the first column indicates thdt the current farmdtian leade - and HQ are 
Ttached to thd: unit 


Men, Qjns, or Wnides — The second column displays the current ncirbe" of men, guns, or 
\^ni d es. "KO' i ndicdLes thde the criit has been "knocked out' or destroyed. 

Stance — Each emits stance is displayed inthethirdaderm, A Ibrdtackstanoq D for ddend. 
Ldt-dictangantheldte" inthisedurm allows thd: unitsstancetobetagcjed bdweenA and D. 

Rancp — Cblurmfour is the Maximum FirirgRarncp^tingforthd: unit. 

GotoNadtUhit 

Sdec±sthens<t unit intheorde'you purchased them For ©errplegdng from unit 
BltounitB2 

Goto Rna/iou5 Unit 

Sdectsthepre/iouslysdected unit, in orde - of purchase 


FindQtratUiitcnlvfap 

This control centes the Bdtte Map on the sdected units hoc This is usdul if the 
fJ**** map has been scrolled a/va/framtheactiveunits hsc 


Re-PlanBartBthBt 

— j/7| See the section of the same name on pacp 46 in the "Manually Dgnloying 
E !**? FormTion^' section and the"l ndi rect Fi re Baa cd' section, starti ng on pacp 13. 

LoacV Board Urtt 

mi Mounts or dismoimts i mfantry or arti I ley units from tanks, vdni d es, bereps. The 

L'MS <i 

capadtyaf diffeent x^nidesxeries; far serrple some \dmde pi doans can carry a 

rifle pi doon and a hea/y weapons team 


Asagi CL»roit Unit to fXfewHQ 




Assigns theccrrent active unit toaformdLionsdedied byldt-dickingon it. 


Belt Victory Objective Flacp 

1 I By Idt-dickingon theEdit Victory Objectives button, you open a sub-menu whee 

jJ I J you areableto mae each Victory flag to adiffeent locdzi on, add or subtract the 

v^l ue of each Victory Objective flag and chancpow/neshi p of the Vi dory flag 
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You are automdacal ly cjven 21 Victory Objective fl acp vJra ch ddault to three gotps of seven 
fla^.Yxima/NC5r add rrmethan this mn"be". To ha^fa/xe"objecti\^flacp, simply dick and 
mcxeaflag into a hec already ocnqoied by arnathe" flag hcwe^", you can nsa - haefe/\e" 
than one FI acp haethar cw\n victory points not hs^s. Sq if you rrcx^threeflacpx/xorth 50 
pa rts each irto the same hey then \/\hen play/ingthecpme the playe"\/\hoacciqoiesthd: hsc 
will retaxe 150 paints 

Nad: and Pna/iousBi Jims 

UsetheN ke/or Next button and Pke/ or Previous button followed by theMove Cursor but- 
ton to qui ckly a/vitch from Vi ctory Cbj ecti \efl ag to fl ag 

MaeQiarBUbn 

Ldt-dickontheNext or Previous button, than the Move Cursor button to cydefor- 
werd or backward throucfi the Victory Objective flags This is particularly usdul if 
you hae SLpa"i rrposed onefl ag on anotha - . 

TheMove Cursor button also rdtLrrEtotheaurrentlysdectadVictaryCbjectiveflaghscif the 
map has bean scrolled dsewhee 

OTangaVicteryCljectiveGcrtnol Button 

Thisaorntrd cydesthestdtusaf a sd acted Vi dory Obj ecti vefl ag throuc^n threesbdes: 
PlayB" l’s ndi ornal ity Neutral, and PlayQ'Zsndionality 

AjdandStitradt\tdnyRirt5Vbln*mters 

1 | j Ldt-dick on erne of these buttons to increment or decrement the velue of 

(cjyV+ io'IV- Victory Gbjectiveflacp by lOpoints. 

Tha-earealsoZoom In, Zoom Out, and Return buttons. 

Change GLrrerfc Uhit 
to a DHfe a tlype 

TNs option opens the 

m CHANGE UNIT MENU 

screen, vJnare the sdected unit 
can becharncpd to arnathe" unit of 
the same type from the same 
Indian, arnotha" unit of adiffe"ent 
type of the same nddan, or to a 
unit of a different ndi ornal ity 
altagddna". Usethe equi pment I i st 
and the unit type buttons to choose the new/ unit type and ldt-dick on Exit to rdturn to the 
DEPLOY screen. 
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Moci fy tine Cmnant Unit's Data 

veluecan beenteed. Ldt-dickingontheExit button rdterns to the DEPLOY screen. You can 
charncp most unit dda values such as unit armor and speed, to a maxi rrunovelue of 255 

Nets Sdtincpfar numbe" of weapons and v^nides cannot beO. Pressi ng the ESC ke/ while 
these fiddsareactivecan result in avelueof Q 

Mcxify the Leader Data 

The Unit Leader button opens a 
sub-menu x/\ha"e rdi rngs for the 
leada" in command of the sdect- 
ed unit can be adjusted. VWnen 
asked to edit a leaders rank, a 
numbe" must be entered which 
rqoresents the rank He"e are the 
numeical equivalents: 



TNs pcweful option allcwxsyou toalte'theunit ddafor arygv^n unit in theccr- 
rent scenario. Each Edit Unit Data button opens a pop-up daloq hoc vxhee a ne/v 


1 = Prix^e 2 = Corporal 

4 = 2nd Ueutenamt (Lt) 5 = IstLt 

7 = Major 8 = Lt.Gdand 



Leade" stdi sti cs, unit o<pen ence and morale haeamadrrumvelueof 255. 
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GototheOkjedtiveAraa 

rR Shifts the Bd±l e Map to ceote on the Vi ctory Cbj active of the active unit. 


ErtrsxtiAII Ufoits 


If you are playing in a"DdeocT' Mission, all of your units automatically start the 
scenario entrenched. 


Biild BarixdVUrQ and Dragcvfeledti 

Ijr j Allcws you to place mines barbed wira and Dragon Tedth you hae purchased. 
Dragon Tedth are anti -tank obstacles. 

Show Uhit Visibility 

Shews the current units Lineof Sicjot (LOQ or visible Iosces thdc it can see in the 
!iJ_ directicnitisfadng 

Zoom I n and Zoom OUt 


ib~n ra- 


Magoi ties and decreases the magoificd:i on of the Bdiie Map 


Qar Dark and Smoke in Use BUtcn 

Q ears the Bdiie Map of any shaded or srrake-fi lied hs^s for bdtte viewi ng of the 
LJ terai n. Thi s button togej es smote orV off. 

Saue Game 

Saes the game d: ctr rent dqolcyrrent. 


GototheWte p cns EncydopecSa 

. v jrl Cpens the\/\feepans Bncyd opedi a whee i nformdti on on weapons and uni ts i n Steel 
E _ 'I Panthers 1 1 1 : E^«\de Command can bevisAed. 


HscidesOn/ Off 


Togcj es Bd±l e Map hsc si des on or off . 


Set Objectives For Form e ticn 

j V\f th a unit sd acted, Idt-d i ck on thi s button, then sd act the hex to betheformdti oris 

objective and Idt-dicktheeto pi ace ttne objective flag icon. 


LcadAII Units I into Closest Vtd ides 

^ Thisaontrd is far quick loading units capable of transporti ngothe units such as 
_! infantry or arti I ley 
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SdtAII Oats Objectives 

I n II This aontrol sdt the objective far all units in the dqd eying force to the currently 


m 


sdected hsc. 


CbengaStanoefor Form e tion 

|uvn This button toggles the stanceframDefend toAdvance to orbackforall unitsinthe 
! _ current formdLi on. 


QgtpU e#af Vtte p onsfor (Uhit Nbrre) 




Use this option to adjust the ntmlcie of men, vdnides, or guns in the active unit. 


|Vfake(Uhit fxfcmej a Rarfbraarerft 

I ■ Thisoortrd chan^sthestdajsafthe^edtedunittDthdiafardrifcrcHnnelcVUnenyau 
~ Idt-dickanthisbcttanarpressthelkeycyauarepramptBdtoaEEignthecinitanetry 
area (1-4) andaneTrytcm (0-99). PreEsngtheOke/resdcstheunit not to beard nforcerelc 


TbcdeAudliaryStatisfar (Unit INtrne) 

Thisaontrd switches tbestdxsd'tbeactiveunit from Core toAuxilliary If this see- 
nario is added to a campaign you cred:e unitsthd: areAuxjliaryformdLionsdo not 
go fonAerd from scenari o to scenari o along with the Core formdLi are and the unit cannot be 
redqoioyed by a playe in the dqolcy phase dtring a campaign cpme The unit will ha^an 
AUX added to the end of its stdtuslinedt the bottom of the screen. 


Adder Ddete &fiHidimfs fr a ntheCtiSDr Hsc 

e Thisaontrd eel ays entrenchment icons around units, and sandbag icons arywhee 
dseonthemap Ldt-dicktoplaaear rercN/e these i cars. 


ChBn g etfie Start (Pl^er INtttion) Line 

1 j I This button opens asub-menu which allcwsthePlaye start linestobeplaoedbythe 

! I playe - . Three buttons appear on thesd> menu: ablueflagbuttanwhichdlcwheclcy 

hsc pi acernent of the PI aye 1 start line a geen flag button which al lewv hsclcy hsc placement 
of the PI aye 2 start I i ne and a red fl ag button v\hi do ganedzes an automdo c f rant I i ne VWoeo 
placing the start lines for each playe, each hsc of the start line must bed icked onto sdL the 
position of thel i neand thee can only be one pe hsc rew 


OnangatheVScboryGostof All (Pl^er Nation) Units 

I Thisaontrd cpeis a pep- up di dogbee whee a multi pi ie can besdcfortheVictary 
Cost of units of the side bang dqolayed. The rancp is from 1 to 255. Enteing a 1 
means thdLtheVi ctory Cost multi pi ie islCJ%>soa20pdnt unit would cost 2 pants; enteing 
alOineeeeestherrultiplieto 100%» e 20 points for a 20 pant unit 






73 SIH3LB=NTPBF5III: mgcfeCZr-tniand O^&HgeQ 


SIBBLB=NIHBF5III : Biga^CZrwnand l^&13eS 74 


GotDtheFYrfgBXEScnBgi 

Thi s opti on opens the Prdeenoes screen. 


QLitthe Deployment Mm 

Use this button to return to the Editor screen. 


SergioBter Nte 

Natethd this option is far diehard cprre-s vtoo went to credexe'y ddailad scenarios. To 
quickly generate random bddes, v\e suggest you use the Bdti e Genedor. The"bui Id a corn- 
pldcescenarioapticrl'wesarignally intended to be used only by our scenario designers, but 
wededdedto put it in the cprre because of all the requests for it Proceed st your own risk. 
Nate that chancps only afectthescenarioyau areediting 

Ecfiti ng Unit Data 

You canal so charc^yocr unitstoadiffeenttype(oc Pdton tank to an Abrams tank) or mod- 
ify an ocistirq units ddza These options areajaileblethroucp the Change Current Unit and 
Modify Current Unit buttons. Saethe'GnangeCurrernt Unit to a Different Typd' and "Modify 
the CLrrent Units Ddd'sections starting on pacps 69 and 70 respectix^y 

ScwingSomaricB 

Caution! VWnen sa/ing scenarios you creae the/ are added to the list of aoi lade scenarios 
al ready stppl i ad with thecpme CLrretly you may crede and sao 199 scenari os Theeare41 
scenari ce that connewiththecprnefcratatd of 200 scenari as you can haeacoess to deary one 
timeVbucansaecKe' an edstingsoenarioif you need space for more than 199 scenarios If 
yxidosaetM - a scenari oscpplied with the cprre and you wernttopla/itacpin, you need to 
re retail thescenariasfrcmthe Steel Panthers II I : Brigade Command CD to yocr hard cti\e 
VUnen you load asaef cpmeyou are asked to choose pl aye - corntrd. This allows you to Id: 
arnothe" hcrren takeoe" thecorrpute", far ©(ample to pi a/ acpi nst you. 

CLrroT: na/vhdd<^s 

; sdc obj edixeindqday and cpme phases 

, sdcobjectixefor army indqolcy phase 

; dnancprmapsizeto 10,20or 30v\idein edit map phase 

o . . . . charncpnurrbe'of weapons in a unit in theeditor 
a . . . . cornid nes 2 sections into one pi doon in the dqolcy phase 

Idt-dick m the units to becrrrbirned dte - pressing the a key 
r . . . . sdt rancpfar aunit inthedqdcy phase 

t . . . . buildfrarntlinesintheeditor(toallcwvAutoDqdcyto function) 


c fg^it i\c x^iymc ikb 



Making a custom campaign is a 
process of choosing seed sce- 
narios and linking then Ldt- 
dicking an the EDIT CAMPAIGN 
button in the Sdectian screen 
opens theCarrpeign Editor screen. 
Thelarcpparnd antheldtcortdns 
ten slots far new/ campaigns Ldt- 
dick an onewlnen it terns ydlcw 
and the text charncps to wtniteindi- 
cdi ngit istheactiveslct A list also 
appears under Linked scenarios. 


Lir+dng StHTH"icB 

Thee arefixe col Limns of items in this list, w/hich can bermanipulded in aryorde", but start 
ontheldtwtneeitsays — No Scenario — . Ldt-dickonthefirst instanceaf thi son the list, 
arndtheSCENARIO LIST listappearsinthecente'af thescreen.Thefirstfarty-arnescenarios 
arethasethdLcamewith Steel Panthers I II : Brigade Qmmand, and fd I o/vingthd are ary sce- 
narios thd hae been copied into the SCEN foide", or creded with the Scenario Editor. The 
fi rst posi ti on i s hi chi i cfTed i n wtni te 

CftIBeSBTH'iCE 

No/vsdectascenariobyldt-dickirnganit; — No Scenario — chancpstoneadthenarneafthe 
scenariosdeied. Chang ng scenari as isal so simple just dick on a new/scenariowitharnarmein 
theLinked scenarios: list hic^ictTedandthene/vscenariornarneappeBrsintheddands place 

Mttrry Lenxd 

This is wtweyou dedcte unde' wind conditions the campaign i s to end or cent i nee Move the 
CLisortothefar Idtwheethe word ALL appears, and ldt-dick\/\tien it terns ydlcwApop- 
cp dialog box prompts you to sdc the victory 1©^. ErnteongOrnEansthd: ary result pemrits 
theGarrpdgn to proceed to the nect scenario and the legend continues to read ALL. Entedrng 
1 means that a ni nor victory must be achieed to continue and ente'ing2mEBnsthdtNs 
scenario must be won dedsix^y in orde - to proceed. The legend for a rri nor victory is MV, a 
dedsixex/ictary isDV — theseappeer inthefar Idt column. 

A mi nor victory is achieed v\lienaplaye'autscoresanoppanentbyardioaf2:LArmBjar 
vi ctary i s achi eod winen a pl aye - out scores am opponent by a rdi o of 8: L 





75 SIBBLB^NThBFSIll: mga^C£rtniand 3£E&lSe& 


SIBBLB=NIHBF5III : BigacfeCZrwnand 1S3&1SB0 76 


CaTpagilet 

The three adLimrs bdweei the Victory Lad cdLrm and the Soenario Name colLimn are 
v\hiee Campaign Ts<t can be added or edited for the campaign introduction, win, and Ices 
messacps Ldt-dicking v\tnen one of these items turns ydlcw presents a pop-go dialog bcpc 
vUneets<t can be entered to appear st the beg nni ng and end of each soanari o i n thecarrpai gn. 

TNs is whieeyou should prqoareyour playes with imformdti on about the scenario the/ are 
about to pi a/ such as: strdegy suggestions natificdnonof re rofaraements, and ary directives 
from the hicjn corrmand. This tod allows the campaign you credeto be more than just a 
gogoof bdtlesstrungtogdthe st random! 

Stioct INttion 

TNs button allows the sd action of a ndian to rqoresent the playe - in the campaign. TNs 
ddterrinesthechdcEsaf equipment adlabletotheplaye', si nceall Cbreformdtiansarepur- 
chased st thestart of thecarrpai gn. The ndi on chosen also dfectsthetroop qual ity and othe 
rdtincp assodded with each individual nddon. These sdtincp can be chancpd by going into 
the Prdeenoes seean from the Ndian screen. Exiting the Nddan screen rdturns to the 
Campaign Editor screen. 

Note The start ddesdtingdtectswhd: equipment and formdtions are amiable aswdl as 
wNch ndtionscan be played. 

ISdoffiGSopago 

Ldt-dickingon this button opens a pcpcp dialog bcKwhiee the campaign can be named. 
TNsnameishcw/thecarrpdgnappeBrsantheCAMPAIGN LIST an the Sd action screen. 

BLildFtirts 

Ldti-d ickirgtNsbuttcn opens a pop- go dialogbcpc TNs is wheethenLrrbe of build points 
i s entered to sd: the limit for perches rgCdeLnitsdLthecarrpaigis start 

StatQteandEdCae 

The up and dcwn-arrcw buttons can be used to adj ust theStart Date and End Date controls. 
Thesesdtirgsdfect v\ld equipment, formdions and nddonscan besdected, aswdl asfac- 
tors such as troop trai ni ng and qud ity 

Bit 

Ldt-dickingontineExit button saes the carrpdgn and rdLurns to the Sd action screen. 


FLArtlNGOr'H^lL 

Email cpmesi n Steel RnstthersIII : Bwo^DECoviMANDcaninduclesoenariasaswdl asbdtiescre- 
dad LHrgtheBdtieGenedor.TheprocredLieisslicj'tlydrffeentfcr eachtypeof erdl cprmq 
and requiressomesbqos betaken in aspedficorde. PI ease read thefbllcwingsecti ons cardully 

Etna I Srrra~ics 

Thefirststqo in playing a scenario byemdl is to sd both Playe - land Playe - 2 to Human on 
theSET PLAYER CONTROL screen, then Idt-dick on theContinue button. The nect screen is 
theSECURITY M ENU. Thee arefour buttons on this screen. Continue, Password, Save Game, 
and Exit Game. If passv\ords are deemed necessary then Playe 1 should Idt-dick on the 
Password button, ente a passv\ord, and Idt-dick on the Save Game button, choose a ae 
cpmeddandnctethepaaticnafthesapfdlcwedb/theExit Game button. 

This process credes two files vloaBefi lenarres are"Saennn.EW" and "Saennn.CMT" whee 
nnnisathree-digt mrrbeaqudirgtDthepastianafthesareintheSareGarmelist Bath the 
.EAT andthe.CMT files must besenttotheothe pi aye - in orde to continue an Erma I cprrne 

PI aye - 2 copi es thetwo fi les i nto the SA/E di rectory intheSTEEL3di rectory then starts Steel 
RwthersII I : Brioxde Command and loads the saedcpme using the LOAD SAVE button. The 
first screen thd appears dte'theSTART button is Idt-dicked is theSECURITY MENU. New 
PI aye - 2 antes a password and Idt-dicks on theSave Game button, thesamefilepoation (or 
a dffeent one but Playe - 2 needs to bea^arevdich position to rdLcrn theriej't .EXXT and 
.CMTfilestoPlaye" 1), andtineExit Game button. 

PI aye" 1 ncwplacesthefiles intotheSrVE directory and loads the sauedeprme Steel Panthers 
III: Brioxde Command prcmptsfarthepassyynrd (do notfarc^c it bdweei cpmes!) and displays 
it st the bottom of the START TURN/ QUIT ORDERS screen. At the end of each tern, theeprme 
displays theSAVE GAME LIST vdeethecprrecan besared prior to sending it to your oppo- 
nent, dte"vdichiSreEL Panthers 1 1 I : Brigcoe Command rdturns to theSdection screen. 


VUnen darting a Bdtie&nedzar^mefor email playsdbothsdesloHuman Control. Ldt-dick- 
ingan theContinue button opens the Purchase screen where units anesdadred.fdlcwed bytine 
SECURTY M ENU .ThesamefoLr buttonsarean tNsscran, Conti nue. Password , Save Game, and 
Exit Game. If paESAords aredeemad neoessary then Playe - 1 should Idt-dick on the Password 
button, ente - a paESiAord, and Idt-dick on theSave Game button, choose a saueepme slot and 
notethe position of thesa^fdlcwed Iq/tineExit Game button. 

The rest of the prexess isthesarmefrcmtLrn to turn, ente the password, play sa^ quit and 
send the see fi I es to your opponent 
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TAUTCSLNZrS 

It is indisputabethd technology has deqdy dfected the course of x/xerfare in thelx/xentidh 
Century Ddnde centers on vJnst advances had thegedest dfect The truisms about offense 
and ddensecyd i cal ly chasi nganeanathe hoi d true i n modem crrrbd Thi s i strueeen x/xtith 
fusion weapons - theddenses (so far!) are I rnformdi on Age products pens and the r modem 
counte'partsthd hold back the nud ear sword (so far, ecoqdtwio^. 

I nteest in the adxonaes in thispei od among cprre pi ayes foouses moreon the dedoprrents 
in oorrbd \dnides on land, air, and sea The addition of fairly rdiabe irrmedide crrr> 
moncL control/ corrrrLtoi cdi onsti ntd I i c^noe - C 3 I - tods has prod ded afurthe multi plie to 
the increesein killing pcwe. 

VUnichdorrindLes the increase in military dfidency?C 3 l oorntrd increases the ability of mil- 
itary forces to maneuxe' and direct fire dfidentJy France in BIO and I raq in 1991 both 
deTnonstrdadthedoctrinal adx^rntagethd a C I adxentagegeiedes In batincaeestheissue 
turned an theablity of oneside passes5inganedgeinC 3 l to multi ply thdedge by choosing 
the ti me and manne of encpgerent, furthe di si ocdi ng and e^ntual I y destroyi ng the com- 
mand capacity of theothe. 

Yd not all e/ident edges in capacity lead to victory Vi dnam and Afghanistan argue pa rnted- 
lythd this is so \AAnd makes these crrricdsdiffe'ent from the Falklands and the Gulf \Adr? 
Pditical issues aside Vi dnam and Afghanistan prcx/ide samples of tactical suaoess by the 
"x/xeeke'” side as x/xdl. More recently Chechnya and Bosnia shcwthe possibilities of ddte- 
rri ned resistance i n thefaeof presumed and actual supeior arms. 

Pert of xdnd Steel Panthers3: Brigade Command tries to do isshift the focus to the levd of 
ccyrbdx/x/heeaorrrnand control issuesand equipment qualityaredthegredest mutual la^ 
of importance Bdtte tanks hdp (a lot!) inthisgprre- butthefightcan bex/xon bydteidirng 
toC 3 l issuesasx/xdl.Thisalsodrixesthehighla^ of oantral a^crrifigprdiaoaontrd g\en 
to the player If you want to put asy MLFtS unit in theU.S arsenal on your side and try to 
stop an adxenoeof many marry T-BOUM's you can do it (it is a workable strdcegy). On the 
othe hand, it is also posa bletostacpan assault by a hucpforceof your dnoiaeof "i nsuganK' 
/ "gperillad'crn ajunctLrebdweei two intetiockedfindeses In sthe case issues of corn 
mend and control will becritical tosucnessfailure 


Fteconnaissancex^nides in Steel Panthers! II : Brignoe Command, which indudeshdiooptes, 
haebeengxenthespedal ability to spot as infantry Usethistopro/idesornehdp with the 
much toughs' i rnfantry capab I ities i n this gpme As al x/xays try to rrcxej udid ously and prob- 
ably hec by hec. Hd iooptes and reconnaissance units do not useordes for maeTent.They 
aredfected normally bytherstancesdtingwtneotheContl'Ol option is"On." 


Some i rnfantry and vdni aul ar units hoe the Perm sped al abi I ity For i rnfantry thi s grants then 
a 25%spotti ng bonus. \^ni des with this ab I ity do not haetha r spotti ng halxed. 

Irfelry 

Infantry is much tou^ne - in the ne/vscaleused Icy Steel Panthers 1 1 1 : Bri gade Command. The 
primary 'trick to infantry useis to \/xdch the irnfarmdion bar d the basecif the screen dense- 
ly — theastetisk and pound sign sfter thestdus listing(Fteady Pinned, do.) shcwrespec- 
tixdy x/xtndhe" you areseen by an enery and x/xtndhe" you hae been fi red duringthe last torn 
or thecurrent turn. Assaults on vdni d es are much more dfectixe x/xtnen the unit i s unspotted, 
stationary and hasax/xeepon x/xtith sornedoanoeto pendrdethearrncr of theopponent. Try 
drix/i ng a I ightiy armored x^nidequicklydcwn a road I i ned x/xtith trees i n most scenarios and 
seex/xtnd you ghtiTheuseof transport isalso key In test play it has been found usdul toddix/- 
e - infantry to one pant, hide then thee and sha/v the APCs or trucks d anothe part 
Positian theseteems acnordinc^y Also notethd especial lyx/x/ith Scx/id tanks reactixearmor 
antheturrdsx/xtill often (tided: HEAT rounds Gd: those rear shots! 

Cover 

An dd i rnfantry rulesays"Cc>e' conaeals, but conceal met is not ctxe'."Wxxds and grass pro- 
x/ide some conceal met but little cm - . Village he^s prex/ide both, and Ltban and Ftough 
he^s are the best ddensixe positions for infantry Armored units recexe hull-down bendrts 
for b^nealtitudeandFtau^nhe€S.V\bobngcneE-mBil bdtie- derided larghycncneplay- 
e'spdient Icxngrarngpfirex/xblesticMrngtoraugh he^s- shews the pewe of hull-down tac- 
tics The x/x/inne x/xas pi aying 1996 Syrians acpirnst 1996 U.S Army \A/ith roughly equal num 
besof tanks The Syrian plays' aooqded fireechangES only st 5-10 he<ES and only x/xtnen 
hull-down to theopponet. Losses x/xee about numeically equal - a bg pants edge to the 
Eyri an side! 

Irfatry'vS. Irfetry 

Comb ned arms tactics are important hee as x/xdl.Thefaored text among the dedopment 
teamd SB for deari ngi rnfantry is maebne-gurs, mortars and infantry pi doorns in aorrb- 
ndian. Cnaeenery infantry are I oeded, beg nshd ling then XA/ith the mortars Once enery 
machine-gunseelocded, ethe lay smoke to screen, or shd I then Your own machinegun- 
nes should encpge enery infantry st about a ranged 1 4 he<ES - outside ther small errs 
ran^ Once the madnine-gLnnes hae seppressed the enery you can begn to dtackx/x/ith 
your cwn infantry pi doons Cnee you haei rnfantry inaplaceyou lik^chan^therstanceto 
ddend far afe/vtcrns and they imprexether positian. This x/xtill hdp keqo the same trick 
from bang used on you. . . 
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'Bi<saxlA1i-'&1<:Lrits 

The ke/ to suiies in tank stopping is to make the eiery shoot st your frontal armor vUile 
shootingdcthdr sides or rear. TNs is partiaularly important with anti-tank guns and rrissile 
teBms.ThesaqumcEworkslil<Ethis: ercpgefrcrnthelcrigestrancpdt which you can hit- not 
nesessari ly ki 1 1 - with an armored unit. This wi 1 1 “fix"theopponeTt and hopdijl ly dra/v rdtcrn 
fire Then take shots st the flank or rear from rancp- i.e not adjacent. This can ha^two 
important dfects: 1) theseshotsaremorelikdytokill, 2) the opponent rra/a/vitchfiretothe 
ne/vacK^saryVUTen firing each of thefirst three shots beoomES more aocurdte Byredudng 
the nurrbe of sequential shots, the a^age accuracy of the opponent is reduced. Once an 
opponent has used up ther shots, you can rrcxe adjacent to them and gdc the best shots - 
acpi n, this is prderably done targii ngthe rear or sideof an opponent 

Hull-dcwn positioning is also an scd lent tactic, as is shooting from a hicftede^d on. The 
ld±e" not only g\^s the hull-dcwn adjutage but allcws theoaeasional top Nt - and tine 
armor isthinnestthee 

Ulicmptmrs 

The hdi copter in bath “flyingAPC' and gunshi proles, can prck/ideade^stdcingedgein bdt- 
tle Good soouts vtith unmdrhed mobility ther only fault (thdt is rqnresented in the game 
directly) isfraglity It is not easy to Nt achoppe, but once hit the/ eade wildly or go down. 
Hd i copters are no mdtch for i mfantry i n spotti ngabi I ity but can auer much moregound and 
carry hea/ie, moreldhal weapon systems. 

Atillery 

Therrastirrmeciddy apparent changebesidesscalein Steel Panthers I II : Brigade Command 
isthei ncreased dfect of arti I ley One downside is thd mortars and smalle pieces no longe 
necessari I y span tine map! The athe i s thd most arti 1 1 ey assds now are an map and vul ne- 
abl e to wd I pi aced aournte" bdtey fi re and dctack by perdmdi ng troops and hd i coptem. One 
of tine uses of ai r dtacks by Str i he El ements i s to aounte" enemy arti I ley Thd said, once you 
hit somdhing with arti I ley you gd kills. U"ban hs^s and entrenched positions can slcwvthe 
fdal dtriti on of indirect fir^ but most opponents choose to ma^rdthe than endure rqaed- 
ed pounding. 

IsEtWrcfe 

1erain is your friend. C^n/\d:ch. Shoot stdionary when possible Suppress infantry quickly 
Good luck 
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IVLDM-tM 


NATION 

1946-59 

1960-69 

1970-79 

1980-89 

1990-99 

U.S. Army 

10 

0 

10 

20 

20 

U.S. Marines 

0 

10 

10 

10 

10 

United Kingdom 

-10 

0 

10 

20 

20 

France 

-10 

0 

0 

0 

0 

West Germany 

0 

0 

10 

10 

10 

Belgium 

0 

10 

10 

10 

20 

Netherlands 

0 

10 

10 

10 

10 

Norway 

0 

0 

10 

10 

10 

Canada 

0 

10 

10 

10 

10 

Denmark 

0 

0 

10 

10 

10 

Italy 

0 

10 

10 

10 

10 

Spain 

0 

0 

10 

10 

10 

Greece 

-10 

0 

0 

10 

10 

Turkey 

0 

0 

0 

10 

10 

Pakistan 

-10 

0 

0 

10 

10 

Libya 

0 

10 

0 

0 

0 

Israel 

0 

10 

10 

20 

10 

Jordan 

0 

0 

0 

10 

10 

Gulf States 

0 

0 

10 

10 

10 

Egypt 

0 

10 

10 

10 

0 

Syria 

0 

0 

10 

10 

20 

Iraq 

0 

0 

0 

0 

0 

Iran 

0 

0 

10 

0 

0 

Mujehadeen 

0 

0 

0 

10 

10 

PLO 

0 

0 

-10 

0 

0 

India 

0 

10 

10 

10 

10 

China 

-20 

-10 

-10 

0 

0 

North Korea 

-10 

-10 

-10 

0 

0 

South Korea 

-10 

0 

0 

10 

10 

North Vietnam 

-10 

-10 

-10 

-10 

0 

South Vietnam 

0 

10 

10 

10 

10 

Taiwan 

-10 

0 

0 

10 

10 

Japan 

0 

0 

0 

10 

10 

Russia 

0 

0 

0 

10 

10 

East Germany 

-10 

-10 

-10 

0 

0 

Poland 

0 

0 

0 

10 

0 

Czechoslovakia 

0 

0 

10 

10 

0 

Hungary 

0 

0 

0 

10 

0 

Romania 

0 

0 

0 

10 

0 

Yugoslavia 

0 

10 

0 

0 

0 

Afghanistan 

0 

0 

0 

10 

10 

Green 

0 

0 

10 

10 

10 

Red 

0 

0 

0 

0 

0 
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WrldWr II 


NATION 

1939 

1940 

1941 

1942 

1943 

1944 

1945 

German 

0 

10 

10 

0 

0 

0 

0 

Finnish 

0 

0 

0 

0 

0 

0 

-10 

Italian 

0 

10 

10 

20 

10 

10 

10 

Rumanian 

0 

0 

10 

10 

10 

0 

0 

Hungarian 

0 

0 

10 

10 

10 

0 

0 

Japanese 

-20 

-10 

-10 

-10 

-20 

-20 

-20 

French 

0 

10 

0 

0 

0 

0 

0 

British 

0 

10 

10 

10 

10 

10 

10 

Belgium 

0 

0 

0 

10 

10 

10 

10 

Dutch 

0 

0 

0 

10 

10 

10 

10 

Polish 

0 

0 

0 

10 

10 

10 

10 

Soviet 

0 

0 

0 

0 

0 

0 

0 

U.S. Army 

0 

0 

10 

10 

10 

20 

10 

U.S. Marine 

0 

0 

0 

10 

10 

10 

10 

Chinese 

0 

0 

0 

10 

10 

10 

20 

Greek 

-10 

0 

0 

0 

0 

10 

10 

Norweigan 

0 

0 

0 

0 

10 

10 

10 

Yugoslavian 

0 

0 

0 

0 

10 

10 

20 

Canada 

0 

0 

10 

10 

10 

10 

10 

India 

0 

0 

10 

10 

10 

10 

20 

ANZAC 

0 

0 

10 

10 

10 

20 

20 

Free French 

0 

0 

0 

0 

10 

10 

20 
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IVLCM-tM 


NATION 

1946-59 

1960-69 

1970-79 

1980-89 

1990-99 

U.S. Army 

45 

55 

60 

65 

75 

U.S. Marines 

45 

55 

60 

65 

75 

United Kingdom 

35 

45 

55 

60 

75 

France 

35 

45 

50 

55 

65 

West Germany 

40 

45 

50 

65 

75 

Belgium 

25 

35 

45 

50 

50 

Netherlands 

25 

25 

35 

40 

45 

Norway 

25 

30 

40 

45 

55 

Canada 

35 

40 

45 

55 

65 

Denmark 

20 

20 

30 

45 

45 

Italy 

30 

30 

35 

45 

45 

Spain 

25 

35 

40 

55 

55 

Greece 

15 

25 

30 

30 

40 

Turkey 

25 

25 

30 

40 

40 

Pakistan 

20 

25 

30 

40 

45 

Libya 

10 

20 

25 

35 

35 

Israel 

30 

40 

45 

55 

70 

Jordan 

15 

20 

30 

35 

40 

Gulf States 

15 

20 

25 

30 

35 

Egypt 

20 

25 

30 

35 

45 


IVCDH^SJ ccrt 


NATION 

1946-59 

1960-69 

1970-79 

1980-89 

1990-99 

Syria 

20 

20 

25 

30 

35 

Iraq 

20 

20 

25 

30 

35 

Iran 

20 

30 

25 

25 

30 

Mujehadeen 

15 

15 

25 

25 

25 

PLO 

20 

20 

25 

30 

35 

India 

20 

25 

35 

40 

40 

China 

15 

20 

25 

35 

40 

North Korea 

15 

15 

25 

35 

35 

South Korea 

25 

30 

45 

55 

60 

North Vietnam 

20 

30 

35 

45 

50 

South Vietnam 

20 

25 

35 

40 

40 

Taiwan 

35 

35 

40 

50 

50 

Japan 

20 

25 

35 

55 

65 

Russia 

35 

40 

45 

50 

60 

East Germany 

30 

35 

40 

45 

55 

Poland 

25 

35 

45 

50 

55 

Czechoslovakia 

25 

30 

35 

40 

50 

Hungary 

20 

25 

35 

45 

50 

Romania 

20 

25 

25 

35 

40 

Yugoslavia 

10 

20 

25 

35 

40 

Afghanistan 

15 

15 

25 

30 

35 

Green 

10 

20 

25 

35 

45 

Red 

10 

20 

20 

30 

35 


WrldWr II 


NATION 

1939 

1940 

1941 

1942 

1943 

1944 

1945 

German 

0 

5 

5 

15 

20 

20 

15 

Fnnish 

0 

2 

5 

5 

10 

10 

10 

Italian 

0 

0 

5 

5 

5 

5 

10 

Rumanian 

0 

0 

0 

5 

5 

5 

5 

Hungarian 

0 

0 

0 

0 

10 

10 

10 

Japanese 

0 

0 

5 

10 

10 

5 

5 

French 

0 

0 

5 

5 

10 

10 

10 

British 

0 

5 

5 

10 

10 

20 

25 

Belgium 

0 

0 

0 

0 

5 

10 

10 

Dutch 

0 

0 

0 

0 

0 

5 

10 

Polish 

0 

0 

0 

-10 

0 

+10 

+10 

Soviet 

0 

0 

5 

5 

15 

15 

15 

U.S. Army 

0 

0 

5 

5 

10 

20 

25 

U.S. Marine 

0 

0 

5 

5 

10 

20 

25 

Chinese 

0 

0 

0 

0 

0 

5 

5 

Greek 

0 

0 

0 

0 

0 

5 

5 

Norweigan 

0 

0 

0 

0 

5 

5 

10 

Yugoslavian 

0 

0 

0 

5 

5 

5 

5 

Canada 

0 

5 

5 

10 

15 

20 

25 

India 

0 

5 

5 

10 

10 

15 

15 

ANZAC 

0 

5 

5 

10 

15 

20 

20 

Free French 

0 

0 

5 

10 

10 

15 

20 
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AT0OXC B-FH=l^CER£m\£$ 


IVULfeHM 


NATION 

1946-59 

1960-69 

1970-79 

1980-89 

1990-99 

U.S. Army 

50 

60 

55 

60 

65 

U.S. Marines 

60 

65 

60 

65 

70 

United Kingdom 

60 

60 

65 

65 

65 

France 

55 

55 

55 

60 

60 

West Germany 

55 

60 

65 

65 

60 

Belgium 

50 

50 

55 

60 

55 

Netherlands 

50 

55 

60 

60 

60 

Norway 

50 

55 

60 

60 

60 

Canada 

60 

60 

60 

60 

60 

Denmark 

50 

55 

60 

60 

60 

Italy 

45 

50 

50 

55 

50 

Spain 

45 

45 

45 

50 

50 

Greece 

50 

50 

50 

50 

50 

Turkey 

50 

50 

50 

50 

50 

Pakistan 

40 

45 

50 

50 

50 

Libya 

30 

35 

40 

40 

40 

Israel 

60 

65 

70 

70 

65 

Jordan 

40 

45 

50 

55 

55 

Gulf States 

35 

40 

45 

50 

55 

Egypt 

35 

40 

45 

50 

55 

Syria 

35 

40 

45 

50 

55 

Iraq 

25 

35 

40 

45 

40 

Iran 

30 

40 

50 

45 

50 

Mujehadeen 

35 

35 

35 

50 

55 

PLO 

25 

30 

35 

40 

35 

India 

45 

50 

55 

55 

55 

China 

55 

50 

45 

50 

55 

North Korea 

50 

55 

55 

55 

55 

South Korea 

35 

40 

45 

50 

55 

North Vietnam 

60 

65 

70 

65 

60 

South Vietnam 

30 

35 

40 

40 

40 

Taiwan 

50 

55 

55 

60 

60 

Japan 

50 

50 

50 

55 

60 

Fkissia 

50 

55 

60 

55 

50 

East Germany 

50 

55 

60 

55 

50 

Poland 

40 

45 

50 

50 

45 

Czechoslovakia 

40 

45 

50 

55 

55 

Hungary 

40 

45 

50 

55 

55 

Ftomania 

40 

45 

50 

45 

40 

Yugoslavia 

40 

40 

45 

45 

40 

Afghanistan 

35 

35 

35 

45 

40 

Green 

40 

40 

40 

40 

40 

Fied 

40 

40 

40 

40 

40 


WrldWr II 


NATION 

1939 

1940 

1941 

1942 

1943 

1944 

1945 

German 

65 

70 

75 

70 

65 

60 

55 

Finnish 

70 

70 

70 

65 

65 

60 

60 

Italian 

35 

35 

40 

40 

35 

30 

30 

Fiumanian 

35 

35 

35 

35 

30 

25 

25 

Hungarian 

35 

35 

35 

35 

30 

30 

30 

Japanese 

70 

70 

70 

70 

65 

60 

55 

French 

45 

45 

45 

45 

40 

40 

40 

British 

50 

50 

50 

55 

60 

60 

60 

Belgium 

45 

45 

45 

50 

50 

50 

55 

Dutch 

45 

45 

45 

50 

50 

50 

55 

Polish 

45 

45 

50 

55 

60 

65 

65 

Soviet 

35 

40 

45 

50 

55 

60 

60 

U.S. Army 

40 

40 

40 

45 

50 

55 

60 

U.S. Marine 

50 

50 

50 

55 

60 

65 

70 

Chinese 

30 

30 

30 

35 

40 

40 

40 

Greek 

45 

45 

45 

50 

55 

60 

60 

Norweigan 

45 

45 

40 

45 

45 

45 

45 

Yugoslavian 

40 

40 

40 

45 

50 

55 

50 

Canada 

50 

50 

50 

55 

60 

65 

65 

India 

40 

45 

50 

55 

55 

60 

60 

ANZAC 

50 

50 

50 

55 

60 

65 

65 

Free French 

45 

45 

50 

55 

50 

55 

60 


ATONOXD |VCRPLEB^TI\CS 

|Vt_tM-tSI 


NATION 1946-59 1960-69 1970-79 1980-89 1990-99 


U.S. Army 

50 

55 

50 

60 

65 

U.S. Marines 

65 

65 

60 

65 

70 

United Kingdom 

60 

60 

60 

65 

65 

France 

45 

50 

55 

55 

55 

West Germany 

55 

60 

60 

55 

50 

Belgium 

50 

55 

60 

55 

55 

Netherlands 

55 

60 

65 

65 

65 

Norway 

55 

60 

60 

60 

60 

Canada 

65 

65 

65 

65 

65 

Denmark 

55 

60 

60 

60 

60 

Italy 

50 

50 

50 

50 

50 

Spain 

50 

50 

50 

55 

55 

Greece 

60 

60 

60 

60 

60 

Turkey 

55 

55 

55 

55 

50 

Pakistan 

35 

40 

40 

45 

45 

Libya 

30 

35 

40 

45 

45 

Israel 

70 

70 

70 

65 

60 

Jordan 

50 

55 

50 

55 

50 

Gulf States 

35 

40 

45 

50 

55 

Egypt 

35 

40 

45 

50 

50 
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l^/C DMINJ cert 


NATION 

1946-59 

1960-69 

1970-79 

1980-89 

1990-99 

Syria 

30 

35 

40 

45 

45 

Iraq 

25 

30 

35 

40 

35 

Iran 

30 

40 

45 

55 

50 

Mujehadeen 

60 

60 

65 

70 

65 

PLO 

30 

30 

35 

35 

40 

India 

40 

45 

50 

50 

55 

China 

55 

45 

50 

50 

55 

North Korea 

60 

60 

60 

60 

55 

South Korea 

40 

45 

45 

50 

55 

North Vietnam 

65 

65 

65 

60 

60 

South Vietnam 

25 

30 

35 

30 

30 

Taiwan 

55 

60 

55 

60 

60 

Japan 

45 

50 

55 

60 

60 

Russia 

50 

55 

55 

50 

45 

East Germany 

45 

50 

50 

45 

35 

Poland 

35 

40 

45 

40 

50 

Czechoslovakia 

35 

30 

35 

40 

45 

Hungary 

30 

35 

40 

45 

50 

Romania 

45 

50 

50 

45 

40 

Yugoslavia 

40 

40 

45 

45 

40 

Afghanistan 

30 

35 

40 

45 

40 

Green 

40 

40 

40 

40 

40 

Red 

40 

40 

40 

40 

40 


WrldWr II 


NATION 

1939 

1940 

1941 

1942 

1943 

1944 

1945 

German 

70 

70 

70 

70 

70 

65 

50 

Finnish 

70 

70 

70 

65 

65 

60 

55 

Italian 

40 

35 

35 

35 

30 

25 

25 

Rumanian 

35 

35 

35 

40 

35 

30 

25 

Hungarian 

35 

35 

40 

45 

40 

35 

30 

Japanese 

70 

70 

70 

70 

70 

70 

70 

French 

40 

40 

35 

35 

30 

30 

30 

British 

60 

60 

60 

60 

60 

60 

55 

Belgium 

45 

45 

45 

50 

55 

60 

55 

Dutch 

45 

45 

45 

50 

55 

60 

55 

Polish 

60 

55 

50 

55 

60 

65 

60 

Soviet 

35 

40 

45 

50 

55 

60 

65 

U.S. Army 

40 

40 

45 

50 

55 

60 

60 

U.S. Marine 

55 

55 

60 

65 

70 

70 

70 

Chinese 

35 

35 

35 

40 

40 

40 

40 

Greek 

60 

60 

60 

55 

60 

65 

65 

Norweigan 

45 

45 

40 

45 

50 

55 

55 

Yugoslavian 

40 

40 

40 

45 

50 

55 

60 

Canada 

65 

65 

65 

65 

65 

65 

65 

India 

45 

45 

45 

50 

50 

55 

55 

ANZAC 

65 

65 

65 

65 

65 

65 

65 

Free French 

40 

40 

55 

60 

55 

60 

55 


AfffCDXE LC^CEFH IPR^HINCS 


|V|JiM-t\l 


NATION 

1946-59 

1960-69 

1970-79 

1980-89 

1990-99 

U.S. Army 

55 

65 

55 

60 

65 

U.S. Marines 

65 

70 

60 

65 

70 

United Kingdom 

65 

65 

65 

70 

70 

France 

60 

60 

60 

65 

65 

West Germany 

60 

65 

70 

70 

65 

Belgium 

50 

55 

60 

60 

60 

Netherlands 

50 

55 

60 

60 

60 

Norway 

50 

55 

60 

60 

60 

Canada 

60 

60 

60 

60 

60 

Denmark 

50 

55 

60 

60 

60 

Italy 

50 

55 

55 

60 

55 

Spain 

50 

55 

55 

60 

55 

Greece 

55 

55 

55 

55 

55 

Turkey 

55 

55 

55 

55 

55 

Pakistan 

45 

50 

55 

55 

55 

Libya 

25 

30 

35 

35 

35 

Israel 

65 

70 

70 

70 

65 

Jordan 

45 

50 

55 

60 

60 

Gulf States 

40 

45 

50 

55 

60 

Egypt 

30 

35 

45 

55 

60 

Syria 

25 

30 

35 

40 

45 

Iraq 

20 

30 

35 

40 

35 

Iran 

35 

45 

55 

40 

45 

Mujehadeen 

60 

60 

60 

65 

60 

PLO 

25 

30 

35 

40 

35 

India 

50 

55 

60 

60 

60 

China 

60 

50 

50 

55 

60 

North Korea 

55 

60 

60 

60 

60 

South Korea 

40 

45 

50 

55 

60 

North Vietnam 

60 

65 

70 

65 

60 

South Vietnam 

25 

30 

35 

35 

35 

Taiwan 

45 

50 

55 

60 

60 

Japan 

50 

50 

50 

55 

60 

Russia 

55 

60 

65 

60 

55 

East Germany 

55 

60 

65 

60 

55 

Poland 

45 

50 

55 

55 

50 

Czechoslovakia 

45 

50 

55 

60 

60 

Hungary 

45 

50 

55 

60 

60 

Romania 

45 

50 

55 

50 

40 

Yugoslavia 

40 

40 

45 

45 

40 

Afghanistan 

35 

40 

45 

50 

40 

Green 

45 

45 

45 

45 

45 

Red 

45 

45 

45 

45 

45 
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WrldWr II 


NATION 

1939 

1940 

1941 

1942 

1943 

1944 

1945 

German 

70 

75 

75 

75 

70 

65 

60 

Finnish 

70 

70 

70 

65 

65 

60 

60 

Italian 

30 

30 

35 

35 

30 

25 

25 

Rumanian 

30 

30 

30 

30 

25 

20 

20 

Hungarian 

35 

35 

35 

35 

30 

25 

25 

Japanese 

70 

70 

70 

70 

70 

70 

70 

French 

40 

40 

40 

40 

35 

35 

35 

British 

50 

50 

55 

55 

60 

60 

60 

Belgium 

45 

45 

45 

50 

50 

50 

55 

Dutch 

45 

45 

45 

50 

50 

50 

55 

Polish 

45 

45 

50 

55 

60 

65 

65 

Soviet 

30 

35 

40 

45 

50 

55 

60 

U.S. Army 

40 

40 

45 

50 

55 

50 

55 

U.S. Marine 

55 

55 

55 

60 

65 

70 

70 

Chinese 

25 

25 

25 

30 

35 

40 

40 

Greek 

45 

45 

45 

50 

55 

60 

60 

Norweigan 

45 

45 

40 

45 

50 

55 

55 

Yugoslavian 

40 

40 

40 

45 

50 

55 

50 

Canada 

55 

55 

55 

60 

60 

65 

65 

India 

45 

50 

55 

55 

60 

60 

60 

ANZAC 

55 

55 

55 

60 

65 

65 

65 

Free French 

40 

40 

55 

60 

55 

60 

60 


y=EEFB//sirCDsS 

AA — Anti-aircrdt weapons; ranees from machine guns to arti 1 1 ey 

AAMG — Ariti-aircrdtmBchinegLri 

AD5TS — Ai r-Ddmse Anti -Tank System 

AFV — Armored fieftingx^ide 

ACL — AutoGraTadeLajncha" 

APFSDS — Arrror-piexingfin-stabiliaad discarding-sabot 

AFC — Armored pesonnd carrie - 

ATOM — Anti-Tank-GUided-Missiles 

AT-Glii — Anti -tank gun 

Al K — Anti-tank rifle 

BAR — Brcwningajtcmdzic rifle 

BN — Bdtalion 

CH — Corrbd: Hdicopte" 

CS Tank — dose support tank; tanks which fire IcwM^odty rounds good for killing 
infantry but not x^'ydfectixEacpinstathe' tanks 
DPICM — Dual purpose imprexedduste" munitions 


DUKW — Amphibious Truck 
RASCAM — Farri ly of Scdte'ade Mines 

Flak — Anti-aircrdt weapons; ocploave rounds from medium to larcp bore guns 
FJ Infantry — Fallschirrrjaege'; GaTTanditepardtroops 
HHC — SLpport units, HQs and HQ companies 
HMG — Hea/y machine gen 

HT — Half-track; ax^idew/ithwhiedsinthefrontbuttreadsintherear 
IFV — Infantryfic^tingx^ide 
JF*z — JagdpanzB" 

LA/ — Li cJT Armored Wiide 
LCA — Landingcrdt assault 
I CS — Landirgcrdhscpport 

LCV — Landingcrdt Wide; thelargelardingcrdtwhiichGanGarrytanks 

LMG — Li cjrt machine gun 

LVT — Land ng Wide tank 

IVTP — LardingWideTracked Pesonnd 

M_RS — Multi pie Launch Ftockdt System 

M'“1G — Medium size machine gun 

Pit — Pldoon 

F*z — Panze- 

Reooe — Beconnaissanceunit 

RGK — Ftgoublic of Korea 

RFG — Ftockdc Propdled Oenade 

RR — FteooillessRfle 

SAM — SLrfacetoAir Missile 

Sac. — Section 

SMG — Sub-machinegLn 

SP — Self-propelled 

SRA — Sdf-propdled Artilley 

SBAA — Sdf-propdledarti-aircrcft 

SFGorSP<l*i — Sdf-propdledgLn; normallyisused in rdd'enoeto some sort of artilley 
pieoethde has been mounted on a motorized tanktypechassis 
Sqd. — Squad 
TD — Tank destrqye" 

TMG — Turrdc rroLntBd machine gm 

TOA/ — Tube Launched Corrmand Linked VMreGuided Anti-Tank Missile 
\A 3 — WksgTsoade - ; Ge"man auxiliary infantry 
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C EC^ CFy 

AP — TVrrePieuncjVcxjodsarerrDdcdfetixexserroredandatioetarc^cssuchasbunkas 

Battle Rants — Equipment is purchased with Bdtle Points Bdctie Points can also be 
acquired in incarrpaigo pla/ and used to rqoair or LpgadeCore units and formdtions dte 
each scenario. 

Buttoned — VWoeoatankisundefireanditsea/vdasesitshdtchesandsed^rdijcpinsicle 
This also I i rrits the tank's visi bi I ity 

Dragon — I rifantryAriti TankVxfeepcn 

Gunship — ahdicopte hea/ily armed with automatic weapons 

HE — "Hicjn Explosix^' rounds are most dfectixexs "soft' targdcs such as infantry 

HEAT — Hicjn Expl as ve Anti -Tank rounds v\hi ch useaonoentrdced hedc when stri ki ng a tar- 
gdc to bcrn or mdt throucjo its armor. 

hftOence — Thisisthednancethdithefiringunit vyll actually hit thetargdc. It is influenced 
by thefdlo/ting rancpto targdc, type of terain tarcdc is in, if targdc is mewing firing emits 
rrcxenneitstdtusf positioned, mewing rrewingfast, pinned), firingunitse<peieooearod le^ of 
suppression, fi ri ng units leade rda ngfor dthe i mfertry or armor, and the weapon be ngfi red. 

I n acbttiao yocr Hit Chanoepecentage goes Lpx/Mth success xe shots dc the e<act same targdc. 

H\#\P — HicjnN^odty (or HypeN^odty) Armor Pied ng This is used asageieictenonto 
deseibeall thex^rious types of kinddeand kindcic/spladxearmor killing rounds, induding 
moden sabot, fi n stabi I i zed and si rri I ar arrmuni ti ons 

Larrinatedarmor — Armor, such as"ChddnarrV error, made cp of lyes of rrdcal.cearric, and 
ballistic rylen, whidnsdodartidlyreducethe impact of both dandandAP and HEAT munitions. 

Linecf ScJnt(LOS) — TNsisaunitsfiddof visianarwhdzitcansee Unitsareabletotar- 
gdt enery units only once the/ can see then or the/ eei n "Li neof Sc^dt.” 

Ma n Gun I nformdtion — Thefirst nurrbe isthesizeof theshdl ncrmally in mil li nodes 
Ldce nurrbes are rnodd designdci ons which do not coinddewiththeWWII 'L system 

of rddngbarrd length. 

FtenOtrdtion — VUnen shooting dc emoredxeni destine shd I must first "Hit' tine targdc and 
than theshdl typddzeisaorrparedtothearmorxeluesaf thehull anct or turrd: of theterc^: 
to ddeerrine if theshdl pendtrdzes the armor of thehull erturrdt to destiny thetargdc. 

ReactiveArmor — Small eplasixecharcps detached to ernored x^nides thdt reduce the 
dfectix^ness of HEAT i rrpact bydisrepti ngthei noorri ng rounds abilitytofcrmthedestruc- 
tixeplasma-jd:, and redi recti ngtheforcefromthe main armor. 


Spotting — The ability to spot enery units irrvolx/es seed factors. First infantry spot 
enery units much bdtte than x^oides Infantry in gened spotstddanarytargdstwotofaLr 
he^sa/xa/ For x^ni desit isonetotwohe^s If astdeionary enery such as an anti-tank gun 
shoots dc your unit thee is a chance you can see whee the shot came from based on your 
units s<peience x/vhdhe it is mewing and soon. The chances to see thdt same unspotted 
x/xeapan go Lpcbamdcicdly x/x/ith each sueessixetimeit fires dc your unit Spatting a mewing 
enery is xey easy Lhits are spatted if the x/isibility is good and the enery meesin LCBof 
one of your stdnonary units The ability to spot the enery is reduced if the unit is mewing 
Also, tanks x/wth i mfantry riding on then hae a much bdtte chance of spotti ng enery units 
You dorft x/xarot to take a tank by itsdf and mewe quickly dewn a road adjacent to trees or 
bui Idi nep as the tank x/xorft seethe I urki ng enery i mfantry bdbre it g^s ambushed. 

Stri te Elerat — Airedt assigned to prewide tactical sepport 

SLppresaon — SLppressicn points mEBSuretheuniEschancEto recENe from rout rdired:, or 
pinned condtions and are based on the units morale VUnen men are killed, leades last or a 
unit is near a hecx/xriich is be ng bombarded by arti lley the unit suffes the most suppress! on. 

V\£y-Roints — \AAnan plotti ng moeneit for a unit unde oorrpute crntrd , use x/xa/- pd rots 
tosOteachdestinddon hec The oorrpute fd lews the x/xa/- points in the orde gxei until the 
Al oeri des then Al I units unde Al control fdlcvx/all Al rules 


hOKBS 

O^dcy Screen kcytnaecl EpKdais 

1 = Re mforoe togc^e 

2 =AuxilieytogcJe 

3 = Entrench tingle 

b = Bombard x/x/ith arti I ley 
d = Edit sdected emit (Editor only) 
e = Entrench ( Editor only) 
f = Fi nd sdected unit 
g = Go to no<t formdti on 
h =Goto Headquartes Menu 
k = Sdcall units objectixe to current hec 
I = Load onto or xrxith a unit 
m=Togc^estanaeaf sdected unit 
n = Next unit 

o = Nurrbe d x/xeepans ( I n Editor only) 


p = Pre/iaus unit 

q — Change unit cost ( I n Editor only) 
q = Quit ( I n Edtior sds unit modfie) 
t = Startline 

v = Shcw sdected units eea of x/iew 
w = Ne/v Headquartes 
x = Plaoe mines 

z = Sdc and edit x/ictory hees ( Editor only) 
c = Qear darkened he<ES 

ttt KyCWyOiC^-lcyScrean 
Spaoe Ke/ = Shew/ unit ddea 
. = Sdc cpme length (In Edte only) 
a = Combi netvxo sections i rnto one unit 
r =Sdt maxi rrumfi ring rancp 
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EHtielv^oScroan 

KfeyTjcsmJ Etph^ef crts 

; = SS objective far Seated unit 

- =Zbomaut 

+ = Zbamin 

a =AII farmed on togc|e 

b = Bcrrbardwithartille"y 

e = Encydopedi a 

Enta - Ke/ = Unit rrcxes 

f = Fi resdadiad unit st its aurrert targd: 

g = Ga to ne<t formdci on 

h = Headquartes list 

I = Load ad acted unit 

n = Not unit 

p = Pra/iaus unit 

q = End turn 

r = Ral ly sd adzed unit 

s = Sa^cpme 

t = Target unit 

u = Gear darkened hs^s and smoke 
v=Via/v recording of last playe"tLrn 
x = Di rad; fi re smoke 
y = Range 

z = E< rad; fi re borrbarcbnaTt 

htfc KtyCJrlyQhEiTtielv^oSfcreiYn 

1 = One\^Tideg-aphicfor each x^nide 

2 =One\^iideg'aphicfor a^"y2\^iides 

3 = One\^iideg'aphicfor a^"y 3\^iides 

4 = Onex^iideg'aphicfor a^"y 4\^iides 
fl = Surrerda" thesoarario 

w = Fi red: targd: with a sped fic weapon 
d = ESscharcpsiroke 

( Unit must ha^"sd:x" rd:i ng) 

Spaoe bar = Sho/v unit dda 
m=Tbgcfestanae 


IN/^oBdtcr 
K£^tea"d EEphef crts 
- =Zbomout 
+ = Zbomin 
b = SdtforLad 2 hi II 
c = SdL for d ear terai n 
d = Sdc for sarendary road 
e=Sa^map 
f = Setfill range 
g =Add maptoct 
h =Sd;forLad 1 hi II 
j =Togc^ebdtweaijLn^e and trees 
I =Cred:e beach and ocean 
p = Sdtfor primary road 
r =Sdtfor raucfiterain 
s = Sdt for stream 
t = Sdtfor Lad 3 Nil 
u = Sdt far a/xarrp terai n 
w = Sdcforwdce' 
x = a ear map of terai n 

Htt KayGrly on |\4qoEfdtor Screen 
Enta - =shcwvsdadcad hsdmakesit blink) 

; =Sdc small mqo( sdtmapvedical hedirrit) 
. =Togc^ehe<-sides 
i = Map shift north 10he<ES 
k = Map shift east 10 he<ES 
m = Map shift south 10 he<es 

0 = Rdred: hscpla/e'far 1 

1 = Rdtred: hscfar plays' 2 

2 = RenfcrcennBTt hec#Lfor playe - 1 

3 = RenforaareTt hect£?for playe - 1 

4 = RanforcarBTt hac^Bfor playe - 1 

5 = RenforaereTt hec#ffor playe - 1 

6 = Re nforcaraTt hec #L for pi aye - 2 

7 = Re nfaraerert hec far pi aye - 2 

8 = Ra nfaraerert hec 38 for pi aye - 2 

9 = Ra nfaraerert hec 34 for pi aye - 2 
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Produce" Jod Billing 

Assoadbe Produce MikeSrrpson 

Game Ded gn SrProgamnirng Keith Brors&GaryGricpb/ 

Lead Scripts' James Young 

Campaign Scripting Richard Donndly 

Scenario Design Da/idMerick 

Additional SenarioDesign V\ZlliamVyide, ChrisCarr 

Historical ReseErch- Ground Forass . . .JimV^rth 

Hi star i cal Research- Air Forces JimBarloin 

IrntefaceArt Mauri e Manning 

Additional Art Art Team Strategy First Inc 

AudioProg'arrrring Di rector Ralph Thomas 

AudioPiog'anrrring Mauri osjackson 

Video Editing and Capture LeeG"ai/\/fbrd 

Video Sequences Dqoartmentcf Ddense United States Mari neCPrps, 

United StatesArrry, National Archives 
Gerneal ID/rnarrics Land Easters Dix/ision, 

FMC/United Defence 

Uss- Manual Mark VNAni si a", Aaron Schebe 

Manual Editor Anathee Lops 

Music Gorrpased &Arrancpd TheSamsara Project 

lest Manacp" Sean Decks' 

TestSupevisor Jason Ra/ 

Lsd Product Tester Ri chard WageiCt 

S3 Testers DaeVXfel lick, Andrew Grmek, Garrett Graham DaePope 

Chris CajesJdf Fcwdl, Bill VMnite ShillohAnadda 
Mark Sdnrridt,J aery Dang Damon Rsdue 

External Testes Gordon F. Fcx, Ddwin Hinkle GordonJ.Snenkle Bill VXddhem 

RonArtigues, Rodne/W Harpe, Ed KbttieJudyVXdle, 

John Bendel, RickAllen, Seevy ndcwv Michad Bdl, 

Michael Knicjnt, BrdtMckBa DeeDaenport,Ja/MartinQ 
JohnVXates, DaleHignt, MikeMusse.Tre/ Marshall, 

Chuck Wxdfidd, Mario Kroll, Michad Wxxd, Hayden Dawson, 
Kdlyjornes 

G"aphicDesign LouisSxe<cwDEacN: CBieBoudreeu&LeedaraZbla 

Spedainnarnks J ustine Doug as, Geieal Dynamics, 

RdbeKedSrngGeneal DymenicsCheieSorna/ia FMC 
Captai n Thomas Foe USMC Major Da/id Deenport USMCR, 
KathleeiCanhemRoss, USArnyFAQ Major Nancy LaLontas 
USMC Don Hougtdirxj DoD, Phil Strut} DoD 


□isdaime: Nathe the United States Mari neGcrps theUnited SbatesArrry no ary cthe component cf 
theDgnartrrsntcf Ddsnsshasapproued, endoraad, crauthcriaad this product 





STRATEGIC SIMULATIONS, INC. LIMITED WARRANTY 


Strategic Simulations, Inc. (“SSI”) warrants that the media on which the enclosed program is recorded will be free 
from defects in materials and workmanship for a period of 60 days from the date of purchase. If within 60 days of 
purchase the media prove defective in any way, you may return the media to Strategic Simulations, Inc. , 675 
Almanor Avenue, Suite 201, Sunnyvale, CA 94086-2901 and SSI will replace the mediafree of charge. In 
addition, if the media prove defective at any time after the first 60 days, return the mediatoSSI and SSI will replace 
the media for a minimum charge of $10.00 plus $4.00 for shipping and handling. California residents, add applica- 
ble sales tax. 

SSI MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, WITH RESPECT TO THE SOFTWARE PROGRAM 
RECORDED ON THE CD OR DISKETTE OR THE GAME DESORBED IN THIS RULE BOOK THEIR QUALITY PER- 
FORMANCE MERCHANTABILITY OR FITNESS FOR ANY PARTICULAR PURPOSE THE PROGRAM AND GAME 
ARE SOLD “AS IS.” THE ENTIRE RSK AS TO THER QUALITY AND PERFORMANCE IS WITH THE BUYER IN NO 
EVENTWILLSSI BE LIABLE FOR DIRECT INDIRECT INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING 
FROM ANY DEFECT IN THE PROGRAM OR GAME OR FOR LOST DATA RESULTING IN ANY WAY FROM USE OF 
THEPROGRAM OR GAME IN ALL CASES EVEN IFSSI HAS BEEN ADVISED OFTHEPOSSIBILITY OF SUCH DAM- 
AGES. (SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF IMPLIED WARRANTIES OR LIABIL- 
ITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT 
APPLY TO YOU.) SSI FURTHER EXCLUDES AND DISCLAIMS, AND THE LICENSEE HEREBY WAIVES, ANY AND 
ALL PROVISIONS EITHER PRESENTLY EXISTING OR AS AMENDED IN THAT CERTAIN INTERNATIONAL SALE OF 
GOODS CONVENTION OF JANUAFY 1, 1988, INCLUDING BUT NOT LIMITED TO ANY AND ALL WARRANTIES, 
WHETHER EXPRESS OR IM PLIED, THEREIN. 

The enclosed software program and this manual are copyrighted. All rights are reserved. This manual may not be 
copied, photographed, reproduced, or translated or reduced to any electrical medium or machine-readable form, in 
whole or in part, without prior written consent from SSI. The program accompanying this manual may be copied, by 
the original purchaser only, as necessary for use on the computer for which it was purchased. Any persons repro- 
ducing any portion of this book for any reason, in any media, shall be guilty of copyright violation and subject to the 
appropriate civil or criminal action at the discretion of the copyright holder(s). 


©1997 Strategic Simulations, Inc., a Mindscape Company. All Rights Reserved. 

STEEL PANTHERS is a trademark of Strategic Simulations, Inc. 

All other trademarks and registered trademarks are the property of their respective holders. 


Uses Smacker Video Technology. Copyright © 1994 by Invisible, Inc. d.b.a RAD Software. 



WHAT TO DO IF YOU HAVE A DEFECTIVE CD OR DISK 


Each of our games undergoes extensive playtesting prior to its release. Through this process we hope to uncover 
and correct any errors in programming. However, due to the complex nature of our simulations, some program 
errors may go undetected until after publication. In addition to errors in the program, there are occasionally problems 
with the media itself. 

Should you have defective media please return the disk or CD only (keep all other parts of the game) to our Customer 
Support Department, along with a note describing the problem you have encountered. Replacement media will be 
provided upon our receipt of the defective media in accordance with SSI's warranty program as set forth in 
detail above. 


QUESTIONS OR PROBLEMS? 


Our main business number is (408) 737-6800. If you encounter disk or system related problems you can 
call our Technical Support Staff at (408) 737-6850 between 11 a.m. and 5 p.m., Pacific Time, 
Monday through Friday, holidays excluded. NO GAME PLAYING HINTS WILL BE GIVEN THROUGH THIS 
NUMBER You can write to us at: Strategic Simulations, Inc., 675 Almanor Avenue, Suite 201 , Sunnyvale, CA 94086 
Attention: Technical Support (include a self-addressed, stamped envelope for reply). We can also be reached online 
at the addresses I isted on the datacard that came with the game. 








